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It seems elegance, excitement, and 16 games of chance can actually fit inside one video game. That’s right, finally a casino game has 
been created for the Sony PlayStation game console. Luckily that game is the Golden Nugget, featured in its opulent brass and marble 
environment. Saunter into this virtual Las Vegas casino, and play BlackJack, Craps, 7 Card Stud and more. And play them all with the 
odds and payoffs you'd really have in Vegas. You'll also get to solve a mystery with Adam West. From your living room, no less. It’s just 
part of the privilege of owning Vegas, the one in the convenient take-home size. 
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International Raceway. 
nt Raceway. Las Vegas Motor Speedway. Road Atlanta. 
And more. of the best all-American tracks competed on 
r over 45 years. 


with performance upgrades 
yw a turbo in your stock car 


ultaneous multiplay and superior 
mn world-class racers. 
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Monkey swing, crawl or sprint-dash 
when you can’t fight your way out. 


~ Wreak havoc through snow, wind 
and rain with jaw-dropping realism. 


Check your gut in manic, 
eyeball-blistering action. 
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very year 
around this 
time, you can always 
count on getting at least two 
things: huge bags of cheap candy, 
and lots of creepy, horror-inspired 
videogames. Well, I'm a little too old 
now to get the candy, but | still look 
forward to the scary games. Blood- 
fests like Mortal Kombat can come out 
any time of the year, but there's just some- 
thing cooler about playing creepy new 
games in October, when everyone's get- 
ting into that Halloween state of mind. 
This year's batch of creepy games 
includes some very promising titles, such as 
the ultra-dark and violent Thrill Kill, the supernatur- 
al MediEvil, Tecmo's disturbing Deception II, and 
the latest Darkstalkers. Noticeably absent from the 


interview and preview in 
this issue, at least 
Kain 2 will be with us in 
spirit (no pun intended). 

lronically enough, this 
also turned out to be the 
. vs | , : month that we got in all 
— a hae ; me the major football games 
ne : F for review. It's kind of a 
weird mix for a “Hallo- 
ween issue, but in our 
reviews section you'll find in-depth 
head-to-head analysis of all the 
major new pigskin titles like 

GameDay, Madden, and Blitz. 
Finally, I'd like to point you guys 
towards our massive new Final Fantasy 
Vill preview on page 86. You won't find 

» better FFV/// coverage anywhere! 
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lineup, however, is Legacy of Kain: Soul Reaver, which & 

is also perhaps the biggest title of the bunch. It has al - 

unfortunately slipped behind schedule, and is now 7 ¥ CHRIS SLATE, 
planned for a January ‘99 release. Oh well, with an EDITOR-IN-CHIEF 
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very issue, we match exciting 
Pee games with today's hottest 
illustrators to create the PSM cover. | ; 
We take pride in creating quality orige 
nal artworkjto present our magazine |... ~ 
at the highest possible level. poe 

This month we worked. with. 
Humberto Ramos, who you may 
know from his creator-owned month RR i 
ly comic, Crimson. lf you haven't _ 
checked it out yet, then may we sug- 
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cola Humberto’s first sketch or ool, but aside ..And his second sketch gave us just that. The 
gest that you high-tall it over to your (iii tagaae eg (ge 
local comic shop and DICK Up a COpy? | were as dynamic as they could be. We asked leave us very much room for text, and 
It’s vampire action at its coolest. Humberto to put a bit more action in... Morrigan looks kind of clueless. 
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The final version is much closer to our original 
ideas. Morrigan, Raziel and Tormentor are all 
clearly visible, and Morrigan is now in a much 
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Likes: A!l types of games 
Hobbies: Comics, Hoops 
Halloween Horror Story: 
Noah used one of his “Big 
Head” codes on me! Now | 
lurk in the shadows, hated and 
feared...And my hats won't fit! 


Likes: Racing, Simulations 
Hobbies: DJ-ing, Showering 
‘Halloween Horror Story: 
Forgetting that it was 
Halloween and getting stuck 
with a lame third arm covered 
in thumb tacks. 


Likes: Shooters, Racers, Fighters 
Hobbies: Screenwriting, Disco 
Halloween Horror Story: 

| was just dancin’ in the street , 
minding my own business and 
promoting MMX when Chris 
snuck up and unmasked me! 








CHARLES 
FROHNIAN 
Managing Editor 







What he does: 





, Write: 


Halloween Horror Story: 


Charles’ Quote of the Month: 
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HAPPY 
HALLOWEEN 
EVERYBLOODY! 








MIRROR, 





, Art Director 


What he does: 


Halloween Horror Story: 


Eug’s Quote of the Month: | 


EUGENE 





Likes: Fighting, RPG, Pillaging 
Hobbies: Anime, Movies, Comics 
Halloween Horror Story: 
During my yearly October ritual 
to ensure my path to Valhalla, | 
accidently set the PSM offices 
on fire. So much for my raise. 


Likes: Flight Combat, Fighting 
Hobbies: Hong Kong Action 
Films, Martial Arts, ECW, Ninjas 
Halloween Horror Story: 

| can't get anybody to give me 
any candy, and my costume 
kicks ass!!! What's up?! 


Likes: Every kind of game! 
Hobbies: What else is there in 
life besides videogames? 
Halloween Horror Story: 
Paris-san stole my ninja costume! 
Good thing | had this Robotech 
outfit handy. Trick or Treat! 


GARY Liew 


LUANG Graphic Designer 


What he does: 





Halloween Horror Story: 


Gary’s Quote of the Month: 
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TO MAXIMIZE YOUR RACING PLEASURE, 
INSTRUCTOR WALTER S. SMITH 


RECOMMENDS FOLLOWING THESE SIMPLE RULES: 


RULE #1 
TAKE ADVANTAGE OF BLIND SPOTS. 


This will greatly increase the 


likelihood of a serious accident. 


RULE #2 
NSIST ON THE RIGHT-OF-WAY. 


f someone doesn't yield 


the right-of-way, use force. 


RULE #3 
NEVER BE COURTEOUS TO OTHERS. 


Remember, it’s the nice 


guys who always finish last. 


lec CHAMPIONSHIP 


MA CAN Ge 


Full-Contact Auto Racing. 











WINDOWS? 95/98 


Codemasters’G, 3DO reco-on 
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This month we conclude our Parasite 
Eve strategy with the walkthrough for 
disc 2. The second disc may not take as 
long to get through, but it is a quite a bit 


more difficult. Well, all the tips and 
Strategies you need are right here, so 
what are you waiting for? It's time to take 
Eve out for good! 


124 


L The first fourplayer fighting game is finally 
« here, and what a gore-fest it is! Paradox and 
ally went over the top with Thrill Kill 
fer has much more to offer than sim- 
arnage. We went to the people at Virgin to 
>» get the ultimate insider info on the game, and 
.../__ they came through with strategies, character 

tips, thrill kills, secrets, and more! If you want 
to do some serious damage to all three of your 


opponents, you know where to go! 
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The Japanese version of Brave 
Fencer Musashi came bundled 
with a Final Fantasy Vill 
demo, and you won't find 
any better coverage of 

the demo unless you 
actually play it yourself! 
We've got 79 screens 

of undiluted FFVIII 
action, so don't miss this 
incredible preview! 





interview; 


poe22 = 


m_ Crystal Dynamics 
jou behind the 


game's director/producer, 
ana, she had a lot to say 
| abot Kain’s development 


It may be awhile sbeforew 
see the final veraigin sion of Ne 
Reaver, but <youe wouldA't 
know, from How g odrt rw 
game aireagy looks}: 
yourself ¥ 1 oureKi 
page preview= 


| sf wee for 
big arcade di f 


Capcom is here 4 
Darkstalkers is oft 1 Ay; 
and it has’ just/ what you 
need. Behave/lVior rigan! 

rf 


Metal Gear Solid 


g. 104 


That's right—we won't be running any more 
Metal Gear Solid previews. Why? | 
Because the U.S. version is almost in 
the stores! We got our hands on a 
copy of the finished Japanese 
version and just couldn't resist 

giving you a look at how amazing this 
game really is. Believe us, Metal Gear 
Solid will be worth the wait! 








































The latest PlayStation news and up-to-the-minute info 


» Feature Story: PlayStation Emulator..........0.0.00......... » p14 ~ 
a ee ee ee » pg. ib ~ 
» Q&A: Director/Producer of Kain 2..........0...0cce m pG.22 ~« 
» Checkpoint! Game Release Schedule ....................... m PG. 24 ~ 
» Nihon Game Otaku! ooo... ooccccceerreerereeee m ph gl ~ 









eviews 


‘pr > 75.60 ~ 
All the best dirt on tomorrow's hottest games 

P Legacy of Kain ooo. ccccccececceeeceeetereeenes pg. b0 ~ 
Dm KENOGEAMS ooo ooo cccccceccceecescevecceteveseetevetveveeeses pg. b3 ~ 
B® Colony Wars 2... oocccccccccccccececeeeteeeteeeeeeeen pg. b4 ~ 
a ee pg. 67 ~ 
2 a a ce ee ae rE 


> NASCAR ‘99/Uprising X 
PM Armored Core 220... cccccccccccccccccccscceveecevessseeetseeeees 
>» Apocalypse/Army Men 
» Cool Boarders 3 
» Crash 3 
BP Pa Uk suueridoai ete civaricdromdiuccinitaree. wimanmeiamitenmeae-aaaeel 
» S.C.A.R.S./Activision Classics 
B® MediEvil ......00..0. oo ccccccccccccccccccecceceesecaveevveteatereeens 
>» Metal Gear Solid 
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You ve got questions, we've got answers 


de | a > pg. 134 ~ 
PG cisansicrasiniinapstenieicism arenas iranateeembsae >» pg. go ~ 
a, | >» pg. 134 ~ 
BP TG BS snes sie ntrnentonaseteceienrepaasoranenedoeiteandernstnitonecneas > pg. 143 ~ 
BOT a eanncoseensndonrdtusipenknaitnanieeenbaieaninesieanta » pg. 143 ~ 


A sneak-peek at what's gonna be hot for next month 





GaAmMeE INDEX 


We've got loads of great new PlayStation games for you to see. 
If you're half as excited about the PlayStation as we are, then 
there’s no time to spare! Just use the list below to go directly to 
the games you're interested in. G’won, do it! Shoo! Go ‘way! 
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Activision Classis .......cc.ssesssee PG. 94 «= Motor Racer 2........ssssssssssssssssessessessse pg. 47 
Apocalypse/Army Men.................... pg.76 NASCAR 99. ccccsccscicc pg. 72 
PEOTEG COLD a casccccecensnnnsssveesesesssee Pg. 73 NCAA Football '99....00........scsscccscessesen pg. 42 
0 PG. 64 NFL BURL eccscccsssscssssnnserreestnie pg. 46 
Cool Boarders 3 .............ccsscccccssssssssees 


a PG.41 — Tales of Destimy........sssssssssssssssssessesss 
acre csncctavscnneorrncecndaaensens Pg. 86 Team Losi RC Racer.........sscsccssssssseess pg. 42 
Future Cop: LAPD..............ssssssssssssse 6-48 TSE DIVE Saacissccinsissonsinistomiviottanen pg. 67 
Kagero Deception Il.................00000 OG. 111 = Plunder FOr V ccs ecssssiescrnsieonreumenncsls pg. 50 
EAC Y OF MARIN nana aasccennccnceveseseriasenns 0: GO. WA GONG icici cache pg. 46 
hades NFL "99 «....2...csscsssscccsssssseseseine OAT. MRR Ri pg. 72 
Master of Monsters ...........:::sssssss0s» 06.47 WEE WRTIONG wisiccccceireun pg. 48 
icicle leieeeiisissiabaapaiiaas OTN OIIS oo eccisccorotesiarissesstosdiocane 
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Dual shock technology is the latest 
revolution in the PlayStation world, 
and all sorts of controllers are being 
released that incorporate this new “= 
breed of vibration. Almost all of the 

games being released these days imple- #7 
ment dual shock in some way. If you want 
to get the most out of the newest 
PlayStation titles, well it may be 
time to upgrade those con- 
trollers! To help you make the 
wisest selection, we 
reviewed the peripherals 
available now and took a @ 
look at what's on the horizon. © 








GOOD NEWS: you designed the perfect racetrack 
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) S many of you know, an emu- 
} lator allows you to play games 
from one system on another. PC emu- 
lators have been made for almost every 
system imaginable, and now the Play- 
Station emulation scene is heating up. 
The last time we brought up emula- 
tors (issue 4, December 1997), we 
mentioned the PSEmu_ PlayStation 
emulator. It allowed you to play some 
2-D PlayStation discs on your PC, but 
had real trouble with the 3-D games. 
PSEmu has now been eclipsed by a 
new PlayStation emulator called PSyKe, 
which, although still in a pre-aloha state 
(it doesn't work anywhere near 100%), 
is doing some amazing things on the 
PC. First of all, PSyke can emulate the 
3-D functions of the PlayStation. Very 
few games work, but more are added 
with every new revision. Where PSyKe 
excels Is in its support for a 3DFX PC 
accelerator. Using the power of the add- 
on board, PSyKe can play your 
PlayStation games in an astounding 
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640x480 resolution—even if the game 
doesn't support it on the PlayStation. 
PSyKe also adds special effects to the 
games that the PlayStation can't nor- 
mally do, such as bilinear filtering. All 
this means that the games actually look 
better in their emulated state than on 
the PlayStation! The team behind 
PSyKe may also implement features 
such as Z-buffering and perspective cor- 
rect texture-mapping, which will further 
enhance graphics quality. 

PSyKe currently requires some seri- 
ous PC power to run (A Pentium 2 with 
a 3DFX card is the recommended mini- 
mum) and Is in a very questionable legal 
area, sO it will be interesting to see 
what happens over the next few 
months. The emulator only runs a few 
select games right now (and even then, 
imperfectly and without sound), so 
we're curious to see what the next 
release can do. Also, make sure to 
check out our hot rumor on the emula- 
tor in our Gossip section (pg. 16). 


Machine Hunter 
wasn’t the great- 
est game by any 
means, but you 
can really see the 
filtering at work 
on the floor. All of 
the corners are 
really sharp and 
well defined. 
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__ Burning Road is one of the few games that works on the PSyKe at this 

| point. The left screenshot was taken from the game running on anormal | 

PlayStation, and the right screen is from the early version of PSyKe. 

em 

Here we see the PlayStation version. High resolution really sharpens up all 

| It looks good, but the jaggy lines are of the straight lines on the PSyKe 

evident on the pillars and the textures version. Also, notice how the filtering 

___ look rough when up close. smooths out all of the textures. Nice! 


Some of the textures weren’t 
right when we played 
Toshinden, but check out how 
awesome the backgrounds 
look when you use PSyKe. 









Some PlayStation 
games are already 
available as high-end 
PC versions, like Tomb 
Raider 2. Here is a 
PSyKe screenshot. 


Most games, such as 
NBA Live ’98, are still 
really glitchy. 
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Hnal Fantasy Vill News = 


More information on the characters emerges 


very month we do our best here at PSM to bring you the 
latest details on the upcoming mega-hit Final Fantasy 


Vill (even though it's a year away). This month, in addition to our | This 18-year-old is totally preoccupied 
monster demo coverage in our previews section, we also have | with idea of victory or defeat. He's 
some new info on Squall's companions. always trying to figure out what the prop- 
er method for victory is in each given 
situation, but he has trouble 
an choosing what to do. Seifer is ot oo for the bet ce 
ears old, and she hasa | @ keen competitor who has 4 te win in every situation. 

nality. She always | Ve'y quick temper. He keeps—§_ A 
and has even been the party morale high, and even Squall says “Thanks to you, we 
e pretty risque things. It don't feel like we can lose against cowardly opponents.” 


er, whether she is the 











4 Rinoa is both beautiful and independent. Despite the serene look 


she has in this picture, she is known to always speak her mind. The Chocobo Is one of the staples of 


the Final Fantasy universe. While def- 
initely not a player character, we 
-» wanted to show you the first Inter 
) render of how these strange, | [M@MWEMaUmtes)s Aulene Wild is a 
) bird-like creatures will appear in | (RRIaRTINCEIA RC ome reece 
FFVIII. It is not known whether | (iSUMMianUMME AGG ice 
you will be able to ride the Studios is planning to release the 


game sometime in ‘99 and is billing 
Chocobos or just summon them. it as a family game. 


























< Zell looks 
like the wild 
man of the 


party, but 
deep 





Zell is also 17 years old, but 
he's a bit weak in the reason- 
ing department. He is some- 
what of a manic depressive, and > Sa he is 
while he is never calm, his true < Oy pee 
personality is gentle and honest. A caring guy. 
He is the total opposite of the % anata 
cool and collected Squall, and he wi 
tends to set the mood for the party. Wy word is out on what type of game it 
He I's a fighter, much like Tifa in FFVI, =< will be, The comic is based around a 
and he uses his gloved fists. pe — James Bond type of spy operation 
XN | a called Danger Girl consisting of 
beautiful female operatives. 


) ‘ a ~ : | f ‘ r | 
0) | ; ee. Po) | me Acclaim’s South Park game 
Resident Evil |) Apriyp.. MC ee 
iL j 
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4 Despite the fact that the main charac- Developer N-Space has 
ters look much more realistic in FFVIII, the picked up the rights to do a vide- 


Chocobo still looks pretty silly. ogame adaptation of J. Scott 
—_—_— Campbells’ comic Danger Girl. No 
































has evidently been stifled slightly by 
the execs at Comedy Central. Even 


ocket Books has released two new Resident Evil / § 4 Ugg yy" ee a oe Fm the designers of the series were 
books that hard-core fans of the Resident Evil fig di Lf g 3 a. s | lied re fe er of “cat- 
series might want to check out, though they aren't great Cay F : = 2 2 5 eG os Pe a fan 
by any means. Ihe first book, dubbed The Umbrella oe Pravingss thatis the TV series. 
Conspiracy, is based mainly on the first Resident Evil oo]: = — 
game. The book follows the S.T.A.R.S. team as they ~~... « - », - Working Designs’ PlayStation 


get caught in an old mansion where horrible scientific | i” oe ' <— RPG, Lunar: Complete has been 
experiments went out of control. The second book, . & — ma ae a bias einetectr 

: : ; * z a <9 | ) te sive 
Caliban Cove, will probably hold more interest for ) 4 bs S : She bane: et fi for the ‘anes 
fans. It iS an original Resident Evil story that follows , i % Ps . é = a: . : Be } Lj = release. The extras include a sound- 


the adventures of Rebecca Chambers after the 7 ¥ ae track CD, a full cloth map, a “making 
events in the first Resident Evil. Both books retail ‘bs a of” CD, the two game CDs, and of 
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how silly some of the plot actually was. whopping $69.95. nd 
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ndustry chatter has been hinting 

recently that a large publicity 
announcement from Sony will be set to coin- 
cide with the Japanese release of Sega's 
new Dreamcast console on Nov. 20. The most 
persistent gossip weve been hearing is that 
Sony will somehow announce the specs on the 
upcoming PlayStation 2 in this timeframe to steal 
the spotlight from Dreamcast's release. Judging 
from the hijinks that went down during the 
Japanese PlayStation and Saturn launches, we 
can probably expect quite a few political maneu- 
vers from the two companies. 
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¥ Metal Gear action figures! It’s a 
game fanatic’s dream come true. 
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| ou've already read about the amazing 
| PlayStation emulator PSyKe in our news sec- 
| tion. What hasn’‘t been announced is that some very 
heavy bidding could soon commence on the project. 
Insider sources have hinted that Sega is very interested 
in the emulator for none other than its 128-bit 
Dreamcast system, due in Japan this Christmas. Of 
| course, industry cynics all agree that even if Sega is suc- 
cessful, Sony will probably be able to tie the Ee ae 
in court unt its we _ 
meaningless. 


» Imagine playing all 
of your PlayStation 
games on the next- 

generation systems in 

higher resolutions! 
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You want more than just the latest headlines—you want the dirt, 
the inside scoop on whats really going on with the PlayStation. 


Look no further, because PSM always has its ear to the wall... 


Even us hard-core PlayStation fans can’t deny that Dream- 
cast looks good—but what could the PlayStation 2 have in store for us? 


t's looking more and more like the Metal Gear action figure 
line is going to be made by none other than Todd McFarlane 
Productions. Despite some rumored heavy bidding by several 
other action figure companies, it’s been said that Hideo 
Kojima himself (the game designer) refused to let any com- 
but McFarlane toys even consider working with his game. 
lronically, the word was that McFarlane Productions didn't want 
the license originally, but it appears that it has changed its 
mind. Judging by the exceptional quality of the other toys 
done by McFarlane Productions, we can hardly wait. 


& 













hespite the g 
buzz around | a 
PlayStation 2 — 





the 
being a DVD-based 
system, Inside sources 
have mentioned that it is sim- 





byte of data on a single disc. 












elative industry newcomer 
- Crave already has an RPG called 
Shadow Madness in the works, but it has 
also quietly started work on a second 
RPG. What makes this second RPG spe- 
cial is that Crave has supposedly hired 
away key members of SquareSoft's 
Parasite Eve team to lead up the project. 
The game is supposedly just in the plan- 
ning stages, but it will be coming to the 
PlayStation in late 1999 or 2000. 


« Let’s hope 
the star of 
this new 
RPG is as 
cool as Aya 
Brea was in 
Parasite Eve. 





i ot the many titles 
Square Is working on, but has 
not announced, is the sequel 
to its hit Final Fantasy Tactics. 
Final Fantasy Tactics 2 will be 
on the Maver sen and will 
an anna) different era 
from the first. 


ply not going to happen. Sony — fe a ge! soe will 
; ust abou 5} ACh 
evidently feels that the mass Says it all Some os >. Ds e ve pared 
market acceptance of DVD has pes. Clovd x NG Gs : 
not happened yet, and as a 2 G3 |. 
she: 8 Expec t the sequel OeSy D.\ 
result the manufacturing costs would be too to FFT to use the ere eet < ust He he 
high. Rumor has it that instead, Sony is one of ao \ feature original 
workin | igh- one eo i *-\ characters and 
g on Its own proprietary high-density war games. fangs pom, appearances by 
CD-ROM format that can hold over one giga- ak well known 
a Final ae 


umor has it that one 


Once 
again, the classic Final 




























GRIND villains to Pieces! 
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MOW ‘em down on Your Jetbike! 
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Available NOW! 


Exclusively for the PlayStation® game Consale’ 
Call 1-800-INTERPLAY or go to WWW interiay. com 
for more information. 


© 1998 Shiny Entertainment, Inc. All Rights Reserved. Wild 9, the Wild 9 logo, Interplay, the Interplay 
logo, and “By Gamers. For Gamers.”are trademarks of Interplay Productions. Shiny, the Shiny logo and all related 
characters are trademarks of Shiny Entertainment, Inc. All rights reserved. The Aladdin video game is a co-production of 
The Walt Disney Company and Virgin Interactive Entertainment. Published and distributed by Interplay Productions. 
All other trademarks are properties of their respective owners. PlayStation and the PlayStation 
logos are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. 
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Earthworm Jim, Aladdin and 
MDK interactive games. 
introduce their next 

big hit -WILD 9. You 
Play Wex Major. Wild 9 


leader, Punk earthling. 









P ~ and bad guy exterminator. 
we : ae 
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ultimate weaPon and torture 
device, and make Your 


enemies scream for mercy! 
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PSM: How is Kain 2 like Kain 1, or 
how is it different? 
AH: Well, let's see. Obviously, | think by 
looking at it you can see how different it 
is. Graphically and technically, it's a 
whole step above where we were 
before. There isn't a scrap of code or art 
or anything left over from the first one. 
We wanted to take what was cool 
about Kain 7, which was the immersive- 
ness of the story and the dark, anti- 
heroic main character, as opposed to 
being a chubby-cheeked little elf-boy. 
And also, some of the design philoso- 
phies that we had in the first one we 
wanted to carry over, which was a kind 
of nonlinear gameplay where possible. | 
think we're doing a better job with this 
one than previously. The sense of hav- 
ing abilities—as you go through you 
learn a new ability and the world opens 
up to you—we've taken that idea and 
totally blown it out in this game. 


PSM: So the game structure is fairly 
similar then? 

AH: Well, | wouldn't want to mislead 
anybody by saying that, because | think 
Kain 1 ended up being more linear than 
we wanted at the end of the day. We 
had the same philosophy in Kain 7 that 
we did in Kain 2, but | think we were 
way more successful in Kain 2. 


PSM: What is the philosophy behind 
Kain 2? 

AH: There are a couple of them. We call 
one a “hub-and-spoke” layout, which is 
the idea that, and | think you saw this so 
well in games like Zelda and Metroid, 
you have a lot of options open to you at 
the beginning of the game. Well, a lot of 
options are apparently open, but you 
can't get to a lot of places yet because 
you don't have the right ability. But you 
look at it and it's really enticing and you 
remember the area. That's something 
that we wanted to do a lot in the first 
game but we didn’t have as much time 
to do It. In this game we're doing a lot of 
it in the sense having the world blossom 
out every single time you get a new 
skill, then thinking of all the new places 
you could go. 


PSM: Did your team draw inspiration 
















from Zelda and Metroid? 

AH: Oh yeah, absolutely. We were all 
big fans from a long time ago. Another 
philosophy, too, is the idea of having 
room-based puzzles, which | think is 
something that Zelda did so well and 
certainly, | think Tomb Raider does well, 
too. You want to walk in, see what the 





4 The graphics in Kain 2 are simply stunning, 
but the real focus has been put on gameplay. 


situation Is, assess it, use your brain and 
solve it, and keep moving forward, so 
you have that constant sense of tangible 
success. Some games you play and you 
play and you play and you're not quite 
sure youre doing the right thing or you 
don't really feel like you're being suc- 
cessful. It just goes on and on. We 
didn't want that. 


PSM: Would you categorize Kain 2 as 
an RPG then? 

AH: | think | would, but | think that term 
Is getting looser and looser as the tech- 
nologies of these things develop, 
because for some people, RPG means 
hard-core, turn-based role playing game. 
Some people take that step and also 
Start thinking about it as 2-D, just 
because we're used to thinking about it 
that way. The game has a free-roaming 
camera, It’s not turn-based, and it's on a 
real-time combat. Some people would 
say “well, that’s just an adventure 
game,” but it's got story development, 
it's got character growth, you gain new 
abilities over the course of the game, 
you gain all sorts of area effects. You can 
cast spells. You gain weapon power- 
ups, but we're doing it all so that it 
becomes sort of innate in the character 
as opposed to having to be accessed 
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through an inventory. So if somebody 
defines RPG as being interface heavy, 
well then, we're not RPG. | mean, it's 
right there at your fingertips. 


PSM: You mentioned character de- 
velopment. Has that been hurt by 
this shift from Kain 1 to Kain 2? 





hCG RAPHICAHLLY AND 
TECHNICALLY, 1T'S A 





ART OR ANYTHING 
LEFT OVER FROM THE 
FIRST ONE" 





AH: No, not at all. As a matter of fact, 
that's what I’m trying to say. If you 
remember in Kain 1, over the course of 
the game you would get the ability to 
change forms so you could suddenly 
leap obstacles that you couldn't leap 
before or pass through in mist form, 
things like that. We have all that kind of 
stuff in this game as well. When you 
Start the game, things like gates, sheer 
walls, and water are impassible barriers 
to you. Over the course of the game, 
when you confront various clan leaders 
or vampires and you defeat them, you 
devour their souls. When you devour 
their souls, you get sort of imbued with 
their most defining characteristic. One 
vampire clan leader can kind of demate- 
rlalize and pass through things like 
gates. Well now you can do it. Another 
one can swim. He is impervious to 
water and extra sensitive to sunlight and 
fire. Now you can swim. 


PSM: You've moved from being a tra- 
ditional vampire game. Do you think 
that will affect the way it's received? 
AH: Well, | hope not. It's just like [vam- 
pires are] everywhere, so we decided 
very consciously to take an evolutionary 
step and say we're in the same world, 
but now, but the tables are turned 
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—Cryst al Dynamics’ Army Hennig is the direc: 5 io 
~ tor/producer of Legacy of Kain: Soul Reaver, 
She has also worked on several games in 
the past, including the original Legacy of — 
Kain. We took some time this month to 
Speak with Amy about what we can 
expect from Soul Reaver, how the game’s 
development is proceeding, and the new 
and improved Raziel, 


somewhat. You're still an outsider and a 
loner, and the reason is because in the 
same way that Kain was turned from a 
man into a vampire in the first game, 
you're turned from a vampire—one of 
Kain’s firstborn lieutenants, one of his 
sons, basically—into this undead thing. 
You are basically the first angel of death 
in this world who is a soul reaper, and 
your initial task in being driven by a need 
for vengeance is to take down the vam- 
pire souls. That is your major form of 
sustenance, so you're still a vampire, 
but you're a vampire of spirit as 
opposed to one of blood. 


PSM: So what influenced your deci- 
sion to move Kain into 3-D? 

AH: Well, obviously we've been work- 
ing inside the company on 3-D engine 
development and we had something 
that we could leverage off of for the 
foundation of the Gex engine, which 
we've altered fairly radically. The beauty 
of that for us was the fact that we didn’t 
have to write all that basic engine stuff 
that takes so long. Our first goal was to 
Say we don't ever want players to be 
aware of a loading event. As they move 
through the game, we want it constant- 
ly streaming off the CD. It's a huge chal- 
lenge, but we went ahead and just tack- 
led it. Now, we wouldn't have had the 
luxury to do that had we not had the 
Gex engine to start from. We also added 
the plane shifting between material and 
spectral. That was a huge challenge to 
say that we're going to morph from the 
geometry, the light, and the textures 
and fade creatures in and out in real 
time, right in front of the player's eyes. 


PSM: So loading should be totally 
transparent? Will we see any loads? 
AH: The only time you will see it is 
when you start the game and when we 
have to load up an FMA [Full Motion 
Animation], but there are only opening 
and closing FMAs. Everything else is 
done in real time, in game. 


PSM: How long would it take you to 
walk across the environment from 
end to end since there is no loading? 
AH: Well, there is no “end to end.” 
That's the trick, you know. Actually if | 
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Pa 
could show you my world map, it 
looks like a spider web. It’s got a cen- 
tral part with spokes coming off and 
then spokes coming off of those and 
spokes coming off of those, so It’s all 
about things spiraling out from the 
center or blossoming out. At this point, 
| guess the best way | could answer it 
iS Our expectation is for about 40 hours 
of gameplay. 


PSM: Are we still going to have the 
same over-dramatic, introspective 
dialogue from the first game? 

AH: [laughter] Well, hopefully it won't 
be over-dramatic, but one of our goals 
has always been to make sure that the 
quality of the voice acting is there, 
because that’s obviously where a lot of 
interactive products fall down. They hire 
really cheesy voice actors. | think you 
can tell trom the quality in Kain 7 that 
was never our goal, and It is not in this 
one, either. 


PSM: All right. Now, are there going 
to be non-player characters [NPCs]? 

AH: Oh yeah. Definitely. | think it’s kind 
of the same level of what you saw in 
Kain 1.| mean, a lot of the NPCs are just 
enemies, they don’t have a lot of depth, 
except for their Al. In terms of people 
you meet in the game, the leaders of 
the various vampire clans, there is a lot 
of back story to them and their relation- 
Ship to you and so, yes, there Is interac- 
tion there. The vampires all know who 
you are and what your task is, so there 
is more than just sort of a fight-flight 
interaction there. Obviously with Kain 
himself, you encounter him multiple 
times over the course of the game and 
interact with him as well. 


PSM: Why has the release of the 
product been pushed back? 

AH: Well, for a couple of reasons. One 
of the main ones is that we were |ook- 
ing at where we were in our develop- 
ment, how much we wanted to do, 
how ambitious we were being, 
and how much there was 
yet to do, because we 
were pushing the 
technical enve- 
lope on a lot of 
these _ things. 
We collectively 
made a decision 
at that point with 
the company that 
it made more 
sense not to rush 
it but to release 

it after Christmas, and 
that the anticipation 
for the product was 
great enough that 
we could afford 
that. You know, 






| think you can look at Resident Evil 2. It 
didn't hurt that game any to come out in 
the time frame that It came out, 
because the anticipation was there and 
people appreciated the fact that they 
took the time to put the quality in it. | 
think our advance PR and the response 
we got from people like you was so 
Strong that it let us know that it’s worth 
it to do this right, So we gave ourselves 
the extra couple of months. 


PSM: We've noticed in the demo that 
the mood is outstanding, but it has 
very few characters. We know that's 
also due to early technology, but 
what do you feel is more important, 
mood or gameplay? 

AH: Oh, gameplay comes first, 
absolutely. Anybody who puts graphics 
ahead of gameplay is crazy. On the 
other hand, | don’t think they're mutual- 





& From the first time we saw this game, we 
knew it was going to be cool. Just look at it! 


ly exclusive, and | think people also err 
on that side—when they go and say 
gameplay is the thing and they don't 
care if it looks chunky and abstract. It 
does matter, you know. | think our goal 
all along has been to have the immer- 
sion of the architectural environments at 
the same level as the gameplay. 

Now in our early stuff, one of the 
things that we've been 
fighting is the fact that 
we're packing a lot in 
the memory of that 
PlayStation and a lot in 

that real-time load- 

ing. There have been 
a lot of times where 
we wanted to put more 
enemies in for a certain 
demo, but we just 
plucked them out 
because we felt like 
we had memory 

problems. Those 
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4 Raziel may be the 

“good guy”, but he 

ain’t no boy scout. 

How many other 
heroes do you know 
of that go around suck- 
ing people's souls out? 
It’s a good thing that 

he’s only got a taste 
for vampires! 
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have been resolved now so, generally, 
people can expect to see three-plus 
enemies on the screen at any one time 
with Raziel without a problem. We're 
not going to sacrifice framerate for the 
sake of packing the screen with guys 
and the way our combat system works. 

But to your original question, | know 
that the demos that have come out are 
very, very pre-alpha. | think you can tell 
that by playing It, but It gives people an 
idea of where we are going. 


PSM: Now, does the fact that Kain is 
labeled a “mature” title give you 
more leeway in terms of content? 

AH: Well certainly. We're not doing any- 
thing just for the sake of being 
grotesque, but obviously, if you pick up 
a staff and impale a guy, he’s going to 
bleed and he's going to shake and his 
legs are going to twitch and that’s 
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what's going to happen. So by definition 
we end up with a mature rating and | 
think there is gore where appropriate. 
There's blood and death and fire where 
they are appropriate, but It’s not gratu- 
itous, like walking into a slaughterhouse 
or anything like that. 


PSM: Do the ratings work? 

AH: You know, | don't know if they do or 
don't. | feel it's just like any other rating. 
| went to see Saving Private Ryan the 
other night and people had five-year- 
olds there. Well, if you're that stupid, 
you know, | guess you're that stupid... | 
think people just do what they're going 
to do and the system works as well as 
it can. 


PSM: Would you describe Kain as 
more horror then or scary or...? 

AH: | want people to go through the 
game, and even though they are playing 
this sort of very potent, dangerous char- 
acter, they will also feel threatened...to 
have that kind of tense feeling like, I'm 
dangerous but I’m in danger at the 
Same time and | wonder what's around 
the next corner. Again, | think Tomb 
Raider did a good job of that without 
being a horror game. We want that level 
of suspense on top of feeling like these 
environments are frightening and eerie. 


| think the spectral plane will have a lot \ 


to do with that, too. 


PSM: The technology for Kain 2 looks 
pretty advanced. Is anything in there 
that we haven't seen before? 

AH: | think the spectral to material plane 
morphing is going to be something that 
people have not seen before. As a con- 
cept, people have heard of it, but as for 
having seen that in a game where the 
world and the textures and the lights 
and the creatures all morph around you? 
That's pretty unusual. 


PSM: Now how would you describe 
this spectral plane’s relationship to 
the physical plane? 

AH: In terms of gameplay, you can 
choose to shift. Early in the game you 
can shift to spectral at any time, and you 
have to find a portal to shift the materi- 
al. Later in the game you have the abil- 
ity to shift back and forth at will, so in 
terms of gameplay, there may be some 
plays you can't get to unless you shift 
the spectral—you know, a jump that 
you can't make. When you shift a spec- 
tral, it is timeless. So if you set some- 
thing in motion, like if you shove a boul 
der off of a cliff and It’s falling when you 
shift to spectral, it will be hovering in 
midair. You can then use it as a platform 
instead of having to figure out another 
way across. Now, why you would 
choose to be in material, that's where 
most of your goals are, but also, most 
of your mechanics. Things like being 
able to manipulate objects, pick things 
up, hit switches, or whatever you might 
have to do—those are all material, phys- 
ical things. 


PSM: Has the story line in Kain 2 
been left open for a possible Kain 3? 
AH: Yeah, definitely. 


PSM: Have you guys had any prelim- 
inary thoughts on Kain 3 then? 

AH: Well, we've got some thoughts. 
Yeah. We've got a few ways that we 
can go with it. | want to make sure that 
we leave ourselves open enough that 
we can respond to the way people feel 
about this game and not pin ourselves 
into a corner, you know? 


PSM: Finally, how about a juicy Soul 
Reaver secret? 

AH: | guess | would say you get to learn 
some interesting things about who 
Raziel was before he was made a vam- 
pire by Kain. 


PSM: Does Raziel’s back story have 
anything to do with the unfolding 
plot, then? 

AH: Yeah. Definitely. The unfolding 
plot has a lot to do with 
Raziel’s own self-discovery. 
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The PW Release nul 


We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It’s still 
fun to look forward, though! 
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PlayStation Charts 


Chart 


(For July) 


«¢ Why did so many fans 
rush to buy this game? 
‘Cause Stone Cold said so! 


| | ‘Once regarded only as sleeper hits, wrestling games have recently — 


| Seen @ major surge, due in part to the growing popularity of the 
| “sport.” Professional wrestling now produces the top-rated cable 
| programs and this month's top videogame, WWF Warzone. 


| 1» WWE Warzone 

2 , Gran Turismo - Still reigning as the top racer 

3. > Grand Theft Auto - America loves the ultra-violence 
‘4. > Mortal Kombat 4- Ditto 

: NFL Xtreme - Fans “Blitzed” the stores for this title 

}» Tekken 3 - Still a solid showing for Namco's monster hit 
|» Road Rash 3-D - Fans seem to be enjoying the new look 
a igilante 8 - Starting to slow, but still looking good 

| » Grandstream Saga - PS gamers sure love RPGs 
fori ee ‘98 - Has World Cup fever almost run out? 


NPD 
Chart 


(For June) 


| “retailers to find out which games are selling well. In June, Sony's 
| facing masterpiece Gran Turismo took over the top spot from 
| Namco's Tekken 3, which had been at #1 for two months in a row. 


1) Gran Turismo 

2.» Tekken 3 - What else can be said about this classic? 
» Road Rash 3-D - Good signs for EAs franchise series 
_ )» Mortal Kombat 4 - The franchise is still going strong 
» Vigilante 8 - Twisted Metal 3has a lot to live up to 
pd. McGrath Supercross ‘98 - Good fun for bikers 
MLB ‘99 - The Boys of Summer are still in town 
eed For Speed Ill - What a great racing game 
riple Play ‘99 - EA slips past Sony's hardball title 
n der - That this game still sells is amazing 


















o Every month NPD (a market research company) surveys a host of | 
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Cut (Dual Shock) = Komamien...ccsecssssssecscsssveees ACHON IAIN coisa: Metal Gear Solid 
ADCO issn vsedesiskiceah i Survival Horror...Resident Evil 2 (Dual Shock) : MidWay.........:c.ccssssecssssesssees RACH iii San Francisco Rush 2 
Crystal Dynamics.....3-D Action/Platform............. Akuji the Heartless = Psygnosis ...........scsecs-ss0e-- Acton AN Contract, The 
I a Aipieeee cease cane Action........... Ninja: Shadow of Darkness : Psygnosis ............0.... Strategy/SHOOEE occ see eso egccen ODT 
Electronic AMS 00.3.0... Football ..Madden NFL'99 : Radical Ent. ........-.ce0c00.00 Hockey... ESPN Digital Games: 
Electronic AMS cu. BON a as Tiger Woods ‘99. National Hockey Night 
FOX Interactive... HOCKEY......seeensee Fox Sports Hockey ‘99 = Radical Ent... Basketball... ESPN Digital Games: 
Pox nferactve a ee Fox Sports Tennis ‘99: NBA Tonight 
Fox interactive... Re ee ea Motorhead : Radical Ent. .................. Snowboarding..........:.... ESPN Digital Games: 
G7 interactive ............ Futuristic Sperts ...................:.. Dead Ball Zone : X Games Pro Boarder 
GT Interactive ............ Action/Adventure ..............s- Duke Nukem: = Sony CEA oon... Action/Ady MediEvil 
A Time To Kill = Somy CEA .oceseecsecesccsseseeeeees Sioter WarHawk 2 
AOSD marie SOW os: Wheel of Fortune == THO. ACtOR/ANN 2 Wa Dead Unity 
i a Action/Platform............... Earthworm Jim 3-D Ubi Softe....c.ccccccccssseeeceeeose fons. All-Star Tennis ‘99 
WNOT IOV ci ctcnee AEUONVIAHOND cic ca Wii 2 UipSot 3 CarCombat. SCARS 
WOW oa FOOUALS aac anccdens WOE 2 Vee Fighting. Thrill Kill 
Le ET nea Ai Beg es eee ere Tales of Destiny : Working Designs.................. RPG Lunar: Silver Star 
POVNOSIS inci native este PCUON ira icdennce eee Kula World: Story Complete 
PRVONOSIG i, POTION ei eee Rosco McQueen: 
1 ot a OO Action/Platform ................... Spyro the Dragon : 
SHINE io) soso sy ctndpseraedete PP iiss i cuseltsssucundeesecscauersns Parasite Eve : 3D0/Cyclone Studios.....Action/Strat.......0c..cccccccsssccces Army Men 3-D 
FOCI clic ee ule Action/APG 2.1... cseceessss: Kagero Deception ll : 3D0/Cyclone Studios ..Shooter/Strat. 00. Uprising X 
THO. cee csenvesssseeeeeeeeeeee, BOWLING .....Brunswick Circuit Pro Bowling 989 Studios ..............0..... Dantings ee Bust-A-Groove 
LT RLS Ree PUPS a inihecernmdancne Devil Dice $ 989 Studios.........cccccsscccceee Rac Rally Cross 2 
HS GES R Rae a SOGURR cass ee oes G. Darius : 989 Studios... cscs Action Twisted Metal 3 
TT suis ciecesuntutasaesioas RACING sc sicsesices Int'l Rally Championship AOUVISION ActionsShooten aa Apocalypse 
bE ETS 3 EERE RRR aR Viva Soccer = ACtiVISION .....-.<..c:s.ocsccsesscs SHOOTER Asteroids 3-D 
Working Designs...............Shooter Thunder Force V: Activision ...........cccscsseecc0 BOR scsi i eee Tai Fu 
Perfect System" 5 ASC oe eae Action/Shooter ............00.... Dead in the Water 
5 ASC scat RACH i: Jeff Gordon Racing 
ANUS eee Racing........Bomberman Phantasy Racing 
PN iia: ca 11s IRR eee SEE DC? Hit Gatks: Allus.. Adventite. 3 Eggs of Steel 
CANO ae Snowboarding ............. Freestyle Boardin' 99 : Atlus... Figtting. Guilty Gear 
Electronic ANS... BOON a as Knockout Kings : Berkeley Systems ............... Wild 2s You Don't Know Jack 
EIECHONIC ARS «oc esis ot Ae ae LAPD 2100A.0. = Capcom... 08 Classis Capcom Generations: 
Eleetronit AHS RACINO 60 ne Moto Racer 2 : Street Fighter II Col. 
BIOCtONIC AMS Pegg Nascat 99 > Eidos Action Omikron 
Electronic Aris... 5... 5 Gy Se Re NHL ‘99 : GT Interactive.............. Platform... Oddworld: Abe's Exoddus 
Electronic Arts ................... POON. os Small Soldiers : GT interactive... Racing... Seek 
PIAVGOS oc POUT ce Teenage Mutant : Konami... Ponting 0 Kensai 
Ninja Turtles 3-D : MGM Interactive... Action........... Tiny Tank: Up Your Arsenal 
SUMSOT 8 ACUON/AGY Hard Edge: Mow... Simulation... RC Stunt Copter 
SUMO ACO VAG 8 Monster Seed : Mindscape .......................... Afton Rat Attack 
bo SoM a. Mech Combat................0... Shadow Gunner: = Psygnosis.......csssssesee-. Space Combat........Colony Wars: Vengeance 
The Robot Wars = Psygnosis.......-.-:ccose..-. Strategy Global Domination 
: Sony CEA................. 3-D Action/Platform...Crash Bandicoot: Warped 
ATH-QUARTER GAMES Sony CEA 33. Ist-Person Shooter. Legion 
; SOUSIG/EA. Action/RPG (00000. Brave Fencer Musashi 
:  Square/EA.... Fighting. Bushido Blade 2 
O39 Studios... Hockey... ..NHL FaceOff ‘99 =° Square/EA.....-cccssecccscccceccccs ee Xenogears 
SO SUMS oo isis SNOWDOArING ..........essceeseeoees Gool Boarders 3 = Tak@ 2occccccsecsecocsgecccsss ACtiOnSRPG occ) Monkey Hero 
Wd SUIS cscs cctseeesense POON css sesecee NCAA GameBreaker ‘99 © THO... cccsssscsssssssssveeveeeee PCO AGN, occ loseeststyseecesiedeisesese Rugrats 
GH9 Studids,................... Racing .... .aRunning. Wild. ¢ THO3 3 occ Oe Shao Lin 
Gamewatch: 


The popular 2-D hero from a few years ago is coming 
back for his second appearance on the PlayStation. 
Only now, he’s in full 3-D. We actually don't have 
much information about Rayman 2 yet, but this PC 
Screenshot shows a game that has a lot of potential. 
This time around, Rayman is trying to free his friends 





_ from an intergalactic 200. Sounds cool. Anyway, you 
can. See! es tile to hit 


elves oe in 1999. 
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As Se WVIOSHING 2 ue WCW/NWO Thunder 

US Scio PEGG er US Superman 
GOS Studios... ALTONA Diabolical Adventure 
of Tobu, The 
PRO a, SIPHON Constructor 
Activision .... WSt-Person Shooter... Quake | 
Fox Interactive... OE) CON ie Croc II 
GT Interactive .............. Action/Shooters .......0....., Invasion From Beyond 
Shaba Games .......-.ccsceeeees MOO cs ae cena IE Slipgroove 
SONY CA de PROTON eo dia iets Dark Guns 
Sa PCUON ches iitbsatasoens Xena 
CN ileus SE ae Big Air Snowboarding 
POCO ea [04,5 MR UN Ye Oo ene ee dae StarCon 
PCO isch sdilisacaiauviaednlt PUD sii cicsirteesciottrsecspecas eed Test Drive 5 
PON 86 ilies vllueuagan PROUD fii vhs avehaaeoes Test Drive: Off-Road 2 
PSC iiscaioniluncovandsuays Meth Combat... ecssésvisccscernrcesers Armored Core: 
Project Phantasma 
2 URE a BRAS icles senda eetaae Backstreet Billiards 
PO li cdi balanveed POOF rchercd cretaaiies omits Clocktower 2 
NE seis dacetssoats PI cases icanede Gikedoiecicsd Critical Blow 
BRACE cl iiisietbasveuiseianans PIOMOON sscssccssSiakeuisesssoniacasesse Tail Concerto 
Rie ae PUY PIN Gi Sia eccssasiues faith Tomb Raider 3 
ee aeacs PP cas cleei careers (ny iiudus Star Ocean 2 
Electronic Arts ................ ACUOR/EG sii ucsHieiitsoiss Dungeon Keeper 2 
Electronic Arts <o.a::4, SRR BLOS cicscscle beset usosissaienaale NBA Live '99 
Flectronic Ars... cic. SUTALEDY ssececicvesss Populous: In The Beginning 
INFOGTAMES...........cesesseeeeereee OCI ea isc siusiis luinibuss Snow Racer 
INBIIIAY ccc ACUI PIGUONT isis sWlilisinoun Messiah 
WRIOUIN, << POONA ice anne VR Football ’99 
Konami! J er ERI Poy Poy 2 
MNOWEY:. cco POUON  silcnesieins, sau situobenile Assault 
PSVONOSIS coe cies AAG ly Formula 1 '98 
PEVONOSIS UAV PUZTIG icc, Lemmings 
PSVONOSIS ccna GO be Pro 18 World Tour Golf 
PSVONOSIS Sissies SUATOOY oo chassis, Sentinel 2 
TG PUBNSIING vo esseisisrsteen Fantasy ae ee Kingdom Il: Shadoan 
Working Designs 2D Platform . _sdhouette Mirage 


ISt-QUARTER 99 GAMES 


G89 Studios... Actions Ady. Syphon Filter 


Crystal Dynamics. udu 3-D Retioi Ady le Legacy of Kain: Soul Reaver 
OE secsauinitanesiassavasucdainesh PUM fil. tapsiaccesass og eeveae cs Destrega 
Pe ileal ACE SHOOLEE os .c.stcccyaseserecsescess: Blast Radius 
CC POON visits eae Psybariek 
KONA occ sec cc es... On Ady . Silent Hill 
ANC le caus BHD PRUE iv socssaaisacectsataronaavarsees Pac: Man 3D 
PEVIBION cis licshrccseeduesvuschtors TC 7} ROR a ice ois Paine Tee eng! X-Men 
1 ACTION /PIQUONTIN........0vcsceseresssveans Tommy Thunder 
Capcom... Fighting Darkstalkers 3 
Crave RPG... adow Madness 
Fox interactive... /st-Person Shooter Alien Resurrection 
GT Interactive .......... ee. iis 2, Ee eee ere eae Rebel Moon Rising 
A: eee SOOIBOY coun Séldnerschild 
Lo eee POGKOY sick cicctassucltdal: Blades of Steel 
SO2 | Bee eee BSSKBIOE os escscs NBA: In the Zone ‘99 
KONG. Foie ks euuesnnin Suikoden II 
MidWay .........ccccccceserneeeees Action ............. Jackie Chan’‘s Stunt Master 
NaNCh = Lent Gln Time Crisis II 
PSyYONOSIS. 5... SOCIO foi Attack of the Saucerman! 
WSs ce ABUON oc Blues Brothers 2000 
WHO oe Racing ...... superbike World Championship 
Westwood Studios ........... SHEEN C&C: Commando 





2nu-QUARTER $8 GAMES 


MGM Interactive ACTOR: _.... femornow Never Dies 
10.11) SO era ae ee RE Pacing 2 Jeremy McGrath 
Super Motorcross ‘99 
INFOQFAMES .......cscccseesccvees AdVenture oo. cccccscecs Bugs Bunny: Lost in Time 
PROBUS is -ungiscceesvenden ie: Sea REI Lufia Ill: Ruins Chasers 
| 

oFd-QUARTER ‘99 GAMES 
DOMOIGFEA tse csatascahene FPG is, jc.:ceisi OR aaa Final Fantasy VilI 
NSTSURIE.. ccd sks cose colons PENNE ccieskilusvcl taut gee races Reel Fishing 2 
4th-QUARTER 99 GAMES 
POUVISION 5 cuca Car Combat ...:..s.40 jinn Vigilante 8 sequel 
GT Interactive voc. rr BEES y Fe} C10 A SA AMET BG EN Forty Winks 
lo Be Announced 

a ROVENUIG i duis ctuudieassiimD@rk Lenn 
: pee ee PO is aves smiseunttecpsceans Driver 
a  e Be ika canine 10n1 
BOO emacs a ocr 1e; |] RLU a ene Beet High Heat 2000 
989 Studios oe MACIIO ..c.- Jet Moto 2: Champion Edition 
POCOIBUG icici eiitin dene: BOs Jack Nicklaus Golf ‘98 
POUVISIOIV i i crcssiverssscosesesesss: tA oe ab ete cei Spiderman 
Pel iitrivuetetduceces IVS rca Aqua Prophecy - 
ON ee are HOMO so acs as Clocktower 3 
Col PIQMUAG © gees Fighter Maker 
[1 ER es EE Wo. RPG Maker 
PUB ic diiblise coli Strategy/APS Thousand Arms 
Capcom. _Classics.........................Gapeom Generation 


Vol. 1: 1942 
CAPCOM cece enccscercseueee ABSSICS.........-..-.---- Lapeom Generation 
Vol. 2: Ghost & Goblins 


COND day co vcs sisdli eros eres Classic® 6.33, Capcom Generation Vol. 3 
COCO icciesicsssveisvisetavicd CHASSICS .occiccssevces: Capcom Generation Vol. 4 
2 Dean baa AICHE 1 PIORING seisecsurenacrien Street Fighter Ill 
COOBON sass scs cst nisrsnteneeen PHOATUAG cceiesseeceeeses Street Fighter Alpha 3 
CROCOMN: ancswicasiuatn: PHOEEHVG csc eluate sven Star Gladiators |I 
COMO. occu FHOTIDO scisrestucsinctesuesutine Street Fighter EX 2 
Crystal Dynamics........... Se) PIO sisi d Abe Sukie sega Gex 3 
BIOS ea RCO ee Te Witchblade 
Electronic Arts io... RACUY cis lUMiehicaubbia delat ehy Moto Racer 3 
Fox Interactive .......... 1st-Person Shooter ................., Aliens vs. Predator 
Fox Interactive............... palette ag Trad: MMR ODEO TUDO GH X-Files 
Grolier Interactive............... ONO util lsatdidnessu eee. Asghan 
Grolier Interactive............ OAL eC er TE Dragonflight 
Grolier Interactive............... i Virus 2000 
Gi Interactive nc. PAG ey eile cadet Deer Hunter 
Konami ACUGH ARG a, Ganbare Goemon 
LIOMN@AU ei, BIPRLBOV or cu ae ee. Black and White 
LUCOSAIIS oa. Action/Adventure ................ Indiana Jones and | 
the Infernal Machine 
MGM Interactive............ BORON/APG esc Maximum Gauge 
IBD eee PIQVUNG ieee Ergheiz 
NOMCO AACIG os R4: Ridge Racer Type 4 
PIAVINATOS os cceeesenrcens Strategy/ACtiOn ..........ceccceceecceeeens Covert Wars 
POVONOSIE odie GHOOIG! «5 occ es Lander 
WONG Simulation. Dead or Alive 2 
WING i cis aedietas Horse Racing... Gallop Racer II 
IR Ee Ge sinuigtion. 3 Monster Rancher 2 
ORO ui auc Action/Platfiomm . 3.2. Rayman 2 


Gamewatch: 


Suikoden is easily considered one of the PlayStation's _ 


best RPGs, so it comes to no surprise that Konami 


would eventually release a sequel. The only problem is 
_ that the game probably won't be out until the first part 
of 1999. As for new features, the Konami folks are 
_ keeping their lips sealed. However, it looks like you can 


expect a host of returning characters, improved graph- 
| By enhanced const system. 
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‘ve actually got this in the office, 
but no one except Noah has seen it. 
He won't let us touch it. It’s scary, 
really. So, while we’re still waiting to 
get a turn, it stays high on our list. 








We just our hands on the latest 
previewable version of this hot game, 
and so far we’re p imp . But 
enough cool stuff was left out that it has 
us begging for a final copy. 


5 > 


After getting our feet wet with the 
Japanese version of this title, we're 
svi oben baer rec ed 
pretty much a new game; 

gameplay of the original title has basi- 
cally been redesigned altogether. 








We were rockin’ on the Japanese 

release of Musashi, but hit a dead-end \5~ 
when the RPG part kicked in, chock- 
full of Japanese text. Oh well, we were 
in heaven for those first two stages... 





Yep, it’s just like we said last month: 
this game ain’t gonna run our lives. 
Nope. Nosiree. While we acknowl- 
edge that we would like to see more 
of this game, we realize that it won’t 
be out until next fall. So we’re not that 
excited. Really. Honest. (sniff...) 
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Some cry because of the challenging gameplay. Others cry for their enslaved brothers. But 
most Mudokons cry because electrodes are attached to their tear glands, stimulating the ingredients 
for SoulStorm Brew, the best-selling nauseating elixir from SoulStorm Brewery. 

In the classic Oddworld tradition, Abe's Exoddus delivers more intuitive communication and 
entrepreneurial evil than ever before. Richer language. Lusher environments. Tougher challenges. 


Deadlier farts. — ; 
eae : ; New & improved save feature! 
Welcome to the tastiest gaming brew ever concocted. Slug it down. 2 Save your game anywhere! 


2) *. — 



















AN ALL-VEW EPIC 
FROM THE CREATORS OF 
ODDWORLD: ABE'S ODDYSEE 





Fart possession! No other game 
has it - no other game wants it! 


Slap some sense into those Mulokons 
- but look out for laughing gas! 





- Availabe atiyour local 
vane at  store.gtinteractie.com or 





4 
5 


- @NEED AHINT? 


1-900-CALL-2 GT : L ’ Interactive 
(225 5248) Aware Lifeforms in fty 





are 
_ (95¢ perminute. $1.95 for | 7 | @ PBadeedde virtuciEntecainment  wwastames.com (ES&S)  — — — wwwoddwor 
_ fax back maps} Must be Ss ve 
18 years or older or have Oddworld: Abe's Exoddus™ 2 1998 Oddworld inhabifants, inc. AH Rights Reserved. Created by Oddworld. Published and Distrib GT interactive Q 
parents permission to call. trademark of GT interactive Software Corp. PiayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment inc. Odewerid Innabi 
Touch tone phones only. inhabitants, inc. All other trademarks are the property of their renee » eae ee 
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ACTIVISION. 


Move without sound. Merge with air 
precision and stealth. You are a ninja in 
century Japan and your first mi 
assassinate the evil merchant 


In each of the ten missions assigned, your opponent 
has numbers, but you have something he doesn't 
skill, cunning and a closet-full of over twenty 


different fatal weapons and spells 


the first time anyone 
And your enemy will learn that 
ually golden, but rather, blood red 


CORDS OF A PALACE GUARD. 
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The latest news and notes from the 
Land of the Rising Sun, featuring 
Bill Paris-san and Banzai Chibi-Chan! 












he Biohazard Nightmare attraction 
opened recently at the Expo Land in 
Osaka. The attraction is set up like a haunted 
house with two floors and 22 doors that contain 
all sorts of horrific scenes. And you thought the 
game was scary? Zoinks! 


hh, yeah, Paris-san... | 

Those games sound 
kakkou-l, but we can't let that | 
overshadow my picks of the | 
month: Mars Tale and Street | 
Boarders. My racing terms will | 
help all of you Gran Turismo 
fans, and who would of 
thought that we would 
have PlayStation Ehrgeiz 
information this soon? 








he PlayStation has seen many surprises of late. 
What do you think about that crazy Beat Mania? 
That s the kind of stuff that makes otaku drool. A lot of 
amazing projects have been announced this month, 
also, including: Namco's Tales of Phantasia, Art Dink’s 
Zeus: Carnage Heart Second, and Square's Chocobo's 
Mysterious Dungeon 2 and Chocobo Racing. Enix has 
finally produced screen shots of Dragon Quest VII, and 
we've got the scoop on everyone's favorite ninja/actor: 
Sho Kosugi!!! Chibi-chibi-vaw-chibi-yam-chibi-yea, we 
want some news So take It away! 








m- Human Entertainment recently announced that 
Clock Tower 3 will be released sometime in the Spring 
of 1999. The title is somewhat of a misnomer since it is 
actually the fourth game in the series (after Clock 
Tower: The First Fear, Clock Tower Second, and Clock 
Tower Ghosthead). Clock Tower 3 will most likely be 
published in the U.S. by ASCII, but we've heard no offi- 
cial word so far. 


lw A promotional event for the Dual Shock versions of 
Resident Evil Director's Cut and Resident Evil 2 was held 
recently at the Shinjuku Station Square. Billed as the 
“Biohazard Midnight Party,” partygoers could try out the 
improved versions of the title at kiosks and view a stunt 
show featuring many realistic zombies. 


jw Sony Music Entertainment has confirmed that Ten- 
chu 2 is currently under development! The title promis- 
es to be more detailed and have a bigger variety of ninja 
tools and weapons. Perhaps we'll see some ninja kites 
or blowguns? No release date was given by press time. 


B> Taito will hold an event to thank fans for the over- 
whelming popularity of the Densha de Go! train simula- 
tion title. The “Densha de Go Special Tour” will com- 
mence on November 22, a month prior to the release of 
Densha de Go! 2. The sequel will feature the Osaka 
Loop Line, Yamanote Line, and will soan everywhere in 
the city from Tennoj! Station to the Osaka Dome. 


Banzai Chibi-Chan illustrations by Robert DeJesus 


Sugol. Gesnour Fray imeyou! 


poaratsanesAeasuabbansoteiOEAS CARL 





ales of Destiny proved to be a great RPG for 

Namco, which is following up that title with 
Tales of Phantasia. The graphics have vastly 
improved since the Super Famicom (Super NES) 
days, and FMV has been added for the opening and 
ending. The maps are now completely polygonal, 
and characters can actually walk across a field diag- 
onally. The battle system has evolved to offer new 
moves and combos, mm 
faster gameplay, and 
tuned-up Al. 

As Kureth Albain, 
your mission ts to lead 
Minto Adneed, Ache 
Crain, Kuras F. Lester, 
and Chester Backlight 
to fight the Demon 


King. While the story an Tales of Destiny is any indica- 


ion of what's to come, Tales of 


has many similarities to gaunt will blow you away! 


the Super Famicom ver- 

sion, this is no mere port. The amount of improve- 
ments made and the number of events added 
definitely puts this title in a class by itself. Start looking 
for Tales of Phantasia in December. 





Wf 
i 
i ji j 


ll of you Carnage Heart fans rejoice! Art 

Dink’s sequel to the popular title has been 
announced: Zeus: Carnage Heart Second. The story 
centers around the hero, Mark Grant, and his com- 
panions Reina Sakimoto, Aria Stewart, and Ki Ling 
Lee. You'll have a lot of missions to accomplish aside 
from just destroying enemies. Probably one of the 
most interesting features is that you can customize 
your OKE robot's hardware as well as its software. To 
make it easier to create programs for the OKE move- 
ment patterns, Zeus introduces a pre-programmed 
“cartridge” software system. You can obtain the car- 
tridge from your comrade-in-arms or take one from 
your enemies to make a completely original OKE. The 
hardware ranges from short-range light OKEs, long- 
range attack OKEs, to OKEs with balanced abilities. 
The previous Carnage Heart only allowed you to 











The Japanese film company Toei was instrumental in 
the set designs. The staff who created the original 
game also supervised every facet of the attraction. 





Professional actors play zombies that “attack” those 
attending—not your average fun house! 


move three OKEs as a unit, but Zeus enables you to 
move up to seven OKEs individually! Zeus also has 
two types of Two-Legged OKE, a Multi-Legged OKE, 
and a Tank OKE, as well as Hovering and Flying OKEs. 
Zeus: Carnage Heart Second is scheduled to be 
released November 5 of this year. 


The hardware 
includes the 
OKE'’s body 
type, arma- 
ments, CPU, 
armor, and 
options. You can 
choose from 
five different 


armaments! 
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1... BRAVE FENCER MUSASHI 


Square; released July 16; 
copies sold: 368, 164 


‘a8 05, 209 fis last 2 weeks), 


3: ART TRUCK BATTLE 
Human; released June 25; 
copies sold: 98,292 (in last 2 weeks), 
201,344 total 


WINNING ELEVEN 3: 
LD CUP FRANCE ‘98 
ni; released May 28; 

2 sold: 64,196 (in last 2 weeks), 
‘ M7 total 


5: DOUBLE CAST 
SCEI; released June 25; 
copies sold: 56,174 (in last 2 weeks), 
186, 169 total 














ctronic Arts Square; 
ased July 9; copies sold: 34,526 


7. J-LEAGUE COMBINATION SOCCER 
Accela; released June 18; 
copies sold: 31,245 (in last 2 weeks), 
171,696 total 





F. TOKIMEK\ AFTER SCHOOL 
Konami; released July 16; 
— sold 26,630 total 


JAD TO WORLD CUP ‘98 
Arts; released May 14; 

d: a 699 (in last 2 weeks), 
otal 


©1997 TOKUMA SHOTEN Co., Ltd. INTERMEDIA COMPANY 
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‘SHULERS 
JAPAN, 


October Japanese Releases 


PUBLISHER 


Bass a PEN Le Soak ear 


Guardian Recall 
Armed Fighter 


Afraid Gear 


eee eee rere eer ee eee eee eres ere reer errr ee ere errr 


SANGOKUSAL Vi... ccceceicessesienec es 
Gangway Monster ou.......cccccissssecos tm 
Granyu Isle: Great AGVENtUTE .......ccsssseessssssesseseseseeeee 
Lets Play Cards! oo scsssssscsssc 
Secret Squadron Metamole V Deluxe.......:..c...--- 


SRO RON eRe eee eee eee ne HEU AH Men e ween ew eeeeaee 
NERS E MY Remon nese needa mene e ee te eee eEGh MERE R HASHES RH ROE EE EES ESS 


Zig ZaQ Ball cece ecstee 


RAEN S a neh eee eee keen ener n ene e eee e ness eee eu nee ene eee EERE t te EH EBAY 






Annee eee eee 
steer eeeeees 

a eeenenee 
taneee ++ 

a eeeee 

teeters 

ween eeeeeee 


Pee eee es eeeeerrs 


Dungeon Shopping ASSOCIAtION ........cccssscscsesesecssteceseeeessseesseeees 


| GokenMuyol.. a 


O-chan's Picture-Drawing LOGIC «0.02... i 
pipet Boarders. 
Japan Pro Mah-Jong League License..................... 


Parlor! Pro 4 


MARS TALE 
Mars Tale is an 
RPG whose origin 


Lg lies in the popular 


Japanese radio 
drama Mars Tale 
Romancia. The 

story takes place 

in the near future, 
where the hero Phobos 


STREET BOARDERS 
Hot on the heels of 
Cool Boarders comes 
Micro Cabin’s skate- 
boarding title, Street 
Boarders. You must race 
against the clock on 
» ™\ various courses while per- 
\ forming different tricks 
and aerial moves. De- 
pending on how fast you're 
» moving when you jump, you have a 


et aPAtnek LASSEN ICSD OMDBLED ERA PUTA AEDPEDHED HINA EY 
° 
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(no relation to the Darkstalkers charac- 
ter) goes on a quest to name the latest 
computer. The game has thirty levels 
and several characters, including 
Antha, Ques, Sailor, and Sasuke, that 
are directly from the story. 

Of course, Mars Tale has a lot of 
Japanese text, but this ASCII title defi- 
nitely shines above most other games 
arriving this month. 


variety of moves to choose from. Even 
new players will be able to pull off the 
most difficult tricks with ease. Some of 
the moves can't possibly be per- 
formed in the real world, though! 

If that isn’t cool enough, you can 
choose clothing for your own character. 
Street Boarders has two modes of play 
(Street and Park Mode), four charac- 
ters, and 10 different boards to choose 
from. If you wipe out, you'll feel the 
shame in your Dual Shock, too! 
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4 Phobos must save the world in this adapta- 
tion of the Japanese radio drama. 








4 Grind that rail! You can also get some seri- 
ous air in Micro Cabin’s Street Boarders. 


ace ee 
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Ossu! Paris-san has given me this space every month to teach you Japanese game terms, 
SO you can get more information out of your Japanese magazines and games! Ladies and 
gentlemen, start your engines, because this month we are going to tackle some racing 
terms. These should come in handy for all your favorite import racing sims! 


WN is icnecos aeteormien ees race (Fay F MOAICN ici sca dear clutch -Fa—YIF yvT chuunappu.....eecccceeee tune-up 
#GTH ROMP BUNE 2 oc ccsctvsctsocs travel : 42+” Oe circa hes aoe gear Rein saikou-shutsuryoku.....maximum 
B RII sical tected crt ex hoe LEGS § SEERA S SORE piston : output 
SEE MOMMA srs cons sasiaus automobile : Y7>— (WATNGA SS ccicercitiaglecas muffler ‘Has haikiryoh ...displacement (in cc) 
Mane Tr oe MANYUALU .....e eee. manual : 07% koukei......aperture (of muffler) | EU 7h COTATI his cg een a drift 
v7 BO oes cnivnntakcoiac shift /tANX YY 3 Ysuspenshon........... suspension :FJ>yYa i RSGRA GT oe crash 
YIKAOY - shifuto daun.............. downshift : Xa) éi KUGOU-JIKU....... eee. drive shaft # 7 A—YVYA pafoomansu......... performance 
YIKF YT _ shifutoappu..............:.... upshift : 4 4 +7 ON PROBS AER ES OTD ESS tre :Ey hk Lin alg) a a Oe eae a pit 
ee Pg ee SS ee Oe engine : ik BH seishi-masatsu .............. traction : 7 Jb— KRU crew 
hILZ ee Se. torque :AE—K SUORCN . ce speed :1—Z% Piet ee course 
Jv-+ PINOOK noc brake : /N—Y DORISU es parts : KAY teva a ee Toyota 
TIL AKUSON 6.25. os... accelerator :- Fa—y OMI 4 tune :BE RISSAN 6 aS Nissan 
Sat —F—.- Aekomectaa ... tachometer !>FA—DYDA  chuuningu .....eeeeecccceeee tuning :=# mitsubishi..........0..... Mitsubishi 
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for the PlayStation (although no definitive release 


scarce since then, leaving gamers asking if devel- 


_ ly released some screen shots. Here are the first 








ay back in January, Enix announced that 
it would be releasing Dragon Quest VII 


date has been given yet). Information has been 


x “opment is progressing at all and how the game 
will use the PlayStation. Although Enix has been 
tight-lipped regarding this information, it has final- 


The castle, which is the starting point of Dragon Quest VII, is 
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The minute detail 
in the buildings, the —s_—y 
trees, andthe shad- 
ing are all excellent, —_— 


Don’t forget 
to check all 
the bookcases 
and drawers 
for items! 


. ‘screens of the batch! 





__— 


ia 


Notice that you can see another polygonal 
world below the one you’re on? Awesome! 


ue to the popularity of Choc- 

obo's Mysterious Dungeon, 
Square has announced its sequel, 
Chocobo's Mysterious Dungeon 2. 
Everything from the graphics to the 
battle sequences have been improved. 
All of your favorite characters from the 
Chocobo universe are back, including 
Mogri, Goblin, Black Wizard, Golem, 
Fatty Chocobo, and Behemoth. 
Although the last title didn't have any 
humans, Cid from the Final Fantasy 
series will appear in a tank! 





(1 982), appeared as the villain Okasa in TV's The Master, then went 


A 


now completely poly: 


gonal, and we anticipate that you'll be 


able to change your point of view to see your character in it. 





AN iy yes 
ea 
r eh i 


Chocobo and Mogri’s ad-~ 


You find your way down into 
the dungeon, which has 
changed greatly since the 
first Chocobo’s Mysterious “¥ 
Dungeon. The dungeons 
have multiple elevations and 
feature rocky textures, steel floors, 
grass, and plants. 

The ATB bar used in Chocobo's 
Mysterious Dungeon doesn't appear in 
the sequel for battle, and it looks as 
though you will be able to flee from 
enemies in order to avoid a fight. The 
Fire and Thunder spells will reappear in 
this version, as well as the magic-rais- 
ing system. Just like in the last title, 
Chocobo can use a magic stone to 
summon a creature to help out in a 
fight. Chocobo and his companions 
have regular attacks (like Chocobo's 
kick) during battle, as well. Unlike last 
time, Chocobo can actually bring a reg- 
ular creature along to help in battle. 
Look for Chocobo'’s Mysterious Dun- 
geon 2 to be released at the end of 
December in Japan. 


ij 
. 


venture begins in a beautiful village. 


























t Chocobos 
) Mysterious 

gO Dungeon 2 isn't 
~~ enough for you, don't 
om worry—Square is re- 
@® leasing a Chocobo 
” Racing title! Currently 
only 20% developed and 
due out in Japan this 
spring, this Dual Shock com- 
patible title features all the wacky 
characters from the Final Fantasy 
universe on various vehicles in a 
race. So far, the only confirmed 
characters and vehicles’ are 
Chocobo on “Jet Blade” in-line 
skates, Mogri on a scooter, Golem 


Sho showed off some 
of his outstanding ninja 


j techniques at a recent 
"@ Tenchu party. The man 
iad is intense! 

7 













in a V8 dune buggy, and Fatty 
Chocobo on a tricycle. You can tune 
and customize all of these vehicles 
to your liking! 

Unlike most racers, you can 
actually use the character's abilities 
and magic stones while driving to 
attack your opponents. You find 
stones littered about on the track, 
and then use the magic to impede 
other racers, Each individual charac- 
ter has a special ability it can use to 
bring victory. Chocobo Racing has 
tons of modes, three of which we 
are certain. In Story Mode, the 
Chocobo goes on a journey and 
races with his companions. GP 
Mode enables you to 
race up to six computer- 
controlled characters and 
fight to get as many 
points as possible. Fin- 
ally, the Relay Mode is 
essentially a head-to- 
head mode. You've just 
gotta love Chocobo! 


Aa ay 





Chocobo’s pal Mogri 
appears in the game as a 
racing opponent, along with 
some other friends. 





on to star in eight other films, including Revenge of the 
Ninja (1983) and Ninja 3: The Domination (1985). He 
was recently motion-captured for the ninja hero 
Rikimaru in Activision's Tenchu. Sho told PSM that he 
was actually approached by the developers quite late in 
Tenchu’s development, but that he will be a consultant 
from beginning to end for Tenchu 2. currently under 
development. As for his film career, he will be returning to 
the silver screen next year in Wings of the Dragon, which pits 
Sho and his son Kane (who was motion-captured for the Tenchu 
villain Onikage) against the Russian Mafia. He is also starting a 
“fighting for the movies” school. Ganbatte, Sho! 


AN INCH, FAR/S-SAN... 
PERFECTLY STILL ON 















DON'T MOVE 






KEEP THE 
YOUR HEAD... 
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erhaps the biggest buzz for the 
PlayStation right now is the porting of 
the Square fighter Ehrgeiz. Although Namco pub- 
lished this title for the arcade, Square will publish it for 
PlayStation. A playable demo of Ehrgeiz was included with Brave 
Fencer Musashi. \t featured three modes (Vs., Unlimited Battle, 
and Battle Runner), three stages (Ring, Rooftop, and Coliseum) 
and three playable characters (Yoko, Godhand, and Cloud), along 
with a Quest Mode. 
For those unfamiliar with this fighter, Ehrgeiz has a new fight- 















Vs. Mode on the 
playable demo lets 
you play three 
characters on 


three stages. 


Gre your. attack methods are 
“== >" boundless. You can attack ene- 
mies from atop tall second-story 

landings, or use them to defend yourself. 

The game also has boxes and other obstacles from 
which you can perform jump-kicks, or you can 
throw the obstacles themselves at an enemy. 
When the boxes are destroyed, sometimes an item 
(such as a knife) will appear from inside. Some items 
increase your attacking abilities or have a special 
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Although Cloud (Final 
Fantasy VII) was a hidden 
character in the arcade, 
em he is playable from the 
=i beginning in the 
PlayStation demo! 










effect, depending on what type of item it is. 
Each character has its own super moves. Some 
characters have long-distance weapons 


ing system that abolishes the existing system in which characters 
must fight on the same 2-D linear plane. The movements of each 
character are unrestricted, allowing you to move freely around the 


ring. You can run in any direction at any time! After sidestepping 
you can jump, or voluntarily turn towards a different direction to 







such as arm-guns (Godhand) and yo-yos fig 
(Yoko), and one character can transform into a 


Besides Cloud 
and Tifa, other 


; | ste ) FFVII characte 
avoid an attack. You can either run up behind an enemy or run to —_ wolf. You won't have to learn any difficult commands to use these are chedioled (6 
the its side to attack. Ehrgeiz was developed by Dream Factory, weapons or skills either, as a single button serves that specific Sper: He 


which is evident in the TobaHike gameplay. 
The stages in Ehrgeiz aren't merely two-dimensional places to 
fight, and some are as high as four stories. The possibilities for 


Godhand liter- 
ally blows Cloud 
away with his 
arm gun. Ehrgeiz 
has some serious 


weaponry! 





Ehrgeiz defines 360-degree 
fighting, complete with 
multiple elevations. 


re truly beautif. 
is Coliseum 


Unlimited Battle 
Mode enables you 
to fight enemies 
one after another, 
like the Force Mode 
in Tekken 3. 





























R/KIMARL, 
WHAT DID YOU THINK 
OF EHRGE/Z? WAIT A 
MINUTE-YOU'RE 
/ 


purpose. The characters also, of course, have throwing and strik- 


ing moves. Currently 15% developed, no release date has been — 


given for Ehrgeiz at this time. Be patient, it's coming! 







Yoko is a 
17-year-old 
interpol 
agent. Her 
weapon of 
choice is a 
yo-yo. 


Battle Runner is a race in 
which you can punch and 
kick your opponents. 


















, CHIBI, EHRGE/Z 
LOOKS INTENSE! I WONDER 
WHAT OTHER COOL GAMES ARE 
IN THE WORKS? I GUESS WE'LL 
HAVE TO WAIT AND SEE NEXT 
MONTH. HAPPY HALLOWEEN, 
EVERYBODY! 


HEY 












Godhand is a 26- 


year-old mercenary, 


and the president 


of Mishima 


_ Construction Co. 

| His weapons 
include his arm 

_ gun, land mines, 
and hand grenades. 
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E WENT 92 YARDS, BROKE TWO 


TACKLES, JUKED ONE CORNER AND BLEW 
THE NUMBERS OFF THE FREE SAFETY. 


C’MON, LET THE GUY DANCE. 


Football doesn’t get any more real 
than NFL GameDay ‘99. This year, 
we've given NFL GameDay ‘99 a 
stadium full of new features, like 
all-new graphics and gameplay, 
brilliant sportscasting by Dick 
Enberg and Phil Simms, and 
faleleaveait(em mere)ey-iimtalici|[ieclalecctare 
new innovation ial (el am ateisi @le\iol6s 
thinking and reacting just like they 
do in the pros. NFL GameDay ‘99 
by 989 Sports. Take a few snaps and 
you'll see why it’s the best-selling 


football game around. 
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Danger lurks around every corner and from 
every direction in an action packed 3-D worl 


You'll love 
the new 
3-D graphics, 
deadly weapons 
an 
non-stop action. 
(Unless, of 
course, you're 


a boss). 





Capcom’s famed video game hero jumps into 
3-D in the most incredible Mega Man adventure 
yet! Tackle classic Mega Man shoot-’em-up 
action...with even more of the huge bosses you 
expect, a riveting storyline, and all the depth 
of the hottest RPG. Explore a vast 3-D world in 
your quest to find the treasure of all treasures, 
the Mother Lode. It’s Mega Man like you’ve 


never seen him before! 


CAPCOM 


www.capcom.com 
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aMan! Come 
uP on me, 
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~ IST HOUR 1ST DAY i1ST WEEK j2ND WEEK = {1ST MONTH =} 22ND MONTH 


GAME * SUMMARY 


As THE CHARACTERS REALLY LOOK GREAT! 7 TT TAKES HOURS TO FIGURE QUT THE CONTROLS—THS 
THe eS STO ST, BT GAME IS TOO HARD 10 GET INTO 
_ENVRONENTAL SOUNDS REALLY ADO ALOT © WHAT ODES THE BEAR HAVE TD 00 WITH ANYTHING? 














Wilh our Replay Chart, you cm saute ee n of a game at 
2 ee ae ee Se rst, but quickly wear thin. 

tna ore Sough to got inte, et ee ee ee 
important when rating a game. is rated on 5 means playing it non-stop, a 1 means its prac- 
a scale from 1 to 5. ically inthe coset. 


ene ne 





These are the categories that we think are most 






































THE FSlYl RATING SCALE 


e here at PSM want you to know that we take 

our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, It ain't so easy to get the store to take ‘em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how Satisfied 
































would we be? 10) PN Dead or Alive 00001/2 NFL Xtreme 61/2 | 
To summarize a game's overall worth, we use the —/\ Ga beds) ~~! Deathtrap Dungeon 00 NFS Ill: Hot Pursuit 01/2 
traditional “five-star” ratings scale. f we giveagamea | c Diablo O00 1/2 Parasite Eve 00 
full five stars, it's our guarantee that you can'tgo wrong) Dragon Ball GT Final Bout ® Pocket Fighter 01/2 
with it, So go out there and pick it up! T \hese are our ratings for Dyke Nukem: TM 0000 Point Blank 3691/2 
/ some of the games released = Ejnhander 00001/2 Resident Evil 2 OOOO 
WIHRAT THE RATINGS MEN i iover the past several months. Elemental Gearbolt 000 Flesh OOO 
Check ‘em out for any titles you Final Fantasy Tactics QOO0 Road Rash 3-D 806 
A PlayStation classic that no fan should be without. may have missed! Forsaken O000 Saga Frontier 01/2 
A can't-miss game, no matter who you are! Fox Sports Soccer ‘99 61/2 San Francisco Rush @@ 
| Adidas Power Soccer ‘99 © G. Darius OO Sentinel Returns 1/2 
Areally well-done game. f you're a fan of the genre, | Alundra O06 _ Gex: Enter the Gecko & — skull Monkeys OG 
you should definitely check this one out. Azure Dreams ©9363 1/2 Granstream Saga, The 31/2 Speed Racer oO 
Batman and Robin 31/2 ran SI 60000 Spice World O& 
| Bio FR.E.A.K.S. O06 Heart of parkas a lekken 3 00000 
A pretty good game. It has its share of rough spots,| | Blasto OO® HotShots Golf GO@€ Theme Hospital O00 
but it has some redeeming qualities, as well. Bloody Roar OOO International ascend Soccer '98 TOCA: Touring Car Champ. OOOO 
Bottom of the 9th ‘99 1/2 GOO Tomba! OOO 
Maybe worth a quick look if you're a diehard fan | Breath of Fire Ill O@OG1/2 Jersey Devil 61/2 Tnple Play "99 GO 
of the genre or license, otherwise, don't bother. Broken Sword 6391/2 Kartia GOOD Turbo Prop Racing S3ex 
C&C Red Alert Retaliation 9000 Mega Man Legends GO6¢ Vigilante 8 90001/2 
onguers Cardinal Syn @@ MLB ‘99 63 VR Baseball ‘99 3631/2 
@ Dont even make eye-contact with this one— | | Crime Killer: Mortal Kombat 4 31/2 Wargames: Defcon 1 
its not worth one second of your time. C: The Contra Adventure 0 N20 31/2 World Cup '98 ©3331 /2 
| Circuit Breakers OO NBA: In the Zone '98 GOS X-Men Vs. Street agit O00 
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The familiar icon-based passing is back from last year’s version, 
as is the Total Control Passing, and it all plays better than ever! 


464 STUDIOS PROVES THAT 
LAST YEAR'S GAMEDAY WAS NO FLUKE 


onsidering how good NFL GameDay ‘98 was, we were worried 
that its sequel would not meet the same high standards. After 
all, how many development studios hit gold twice? Luckily, we were 
dead wrong. With its enhanced game engine and redesigned menu sys- 
tem, this year's GameDay makes last year's look like a bad memory. \ 
The best two aspects of this year's game are easily the increased poly- ‘ee 
gon count and the redesigned menu system. Players now look more realistic 


ye 


due to the fact that they sport almost twice as many polygons as those in ast ee a. 


years game. The only 
problem is that they don't 
seem to move as 
smoothly as the players in 
Madden, especially dur- 
ing tackles and dives. 
Chalk that one up to EA’s 
superd motion-capture 
techniques. As for the 
menu system, you're 
going to appreciate the 
changes. Everything has 
been streamlined, and the 
playbook screens have 
been redesigned so that 
you can see the plays 
more clearly. Each play 
even lists the name of the 
intended receiver and the running path they will take. It makes choosing the right 
play so much easier. And unlike Madden, owners of small televisions will have no 
problem differentiating between the plays. 

Speaking of plays, GameDay '99 does lack the one feature most football fans will 
be looking for—a play-making mode. This is one area where Madden has a true 
advantage. Fortunately, 989 Studios has added several gameplay additions that 
make up for this shortcoming. One such addition is the ability to shift your defensive 
line around using the L2 button. Think your opponent is going to run the ball to the 
right or pass it to the left? Then shift your line to that side. Another addition is the 
ability to customize specific aspects of the computer-controlled players, such as how 
good their running and passing defense is. 

GameDay ‘99 may have its faults, but they are far outweighed by the game's 
positive aspects. And while the competition between Madden and GameDay was 
really close this year, our vote still has to go to NFL GameDay ‘99. There is simply 
no better football game available. 





989 Studios did a great job naaialy the menu ee, 
making everything look cleaner, and easier to read. 
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989 Studios 


989 Sports 


Football 





If you want to adjust how 
your computer opponent plays, 
simply go to this “Customize 
Game” menu. 


The improved stadiums 
look a lot better than those 
from last year’s game. 


Of course, what would 
a football game be with- 
out all of the official team 
and players’ licenses? A 

big, fat steaming cow 
pie, that’s what! 
Don’t worry—as 
always, Game- 
Day’s got it all. 
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INNOVATION fees 


LSP MONTH! 12ND MONTH 


GAME * SUMMARY 


4. IMPROVED GRAPHICS MAKE GAPS AND CHARACTER ® ANNOUNCERS PROVIDE USEFUL INFORMATION INSTEAD 
EDGES EASIER TO SEE aS 


4. NEW MENU SYSTEM REMOVES CONFUSION WHEN THE LACK OF A PLAY-MAKING FEATURE WAS A 
SELECTING PLAYS BIG MISTAKE 


1ST HOUR 11ST DAY {IST WEEK 2ND WEEK 


GAMEDAY STILL REMAINS KING OF THE HILL 
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Madden NFL ‘99 


AFTER MUGH DELAY, MADDEN HAS FINALLY GONE 3-D 


he heated battle between Sony and EA is the stuff of legends. Last year, 

GameDay had the advantage of polygonal players, which gave it the edge 
over Madden's sprite-based graphics. This year, the competition is much closer 
because Madden is now fully polygonal as well. 

The features in the two games are quite similar in almost every regard, but 
Madden has something that GameDay is lacking: a play-making mode. It makes the 
game that much more fun when you can create a playbook that caters to your style 
of playing. Unfortunately, however, you can only make 12 different plays (six offen- 
sive and six defensive). Still, it is a neat feature that should be the status quo for 
every future football title. For those of you with Dual Shock controllers, Madden fully 
supports analog running along with vibration feedback. 

On the other side of the spectrum, Madden is lacking in a few other depart- 
ments. We may be getting a little nit-picky here, but some things just could have 


Electronic Arts 


Sports/Football 






Madden’s Apes still yor 
match those in GameDay ‘99. 





Sony CEI 


Puzzle 


Devil Dice looks like it’s com- 
plex, but it’s actually not too 
difficult to pick up. 


am ¢vil Dice is, without a doubt, one of the most addictive and enthralling puz- 
sea 76 games to hit the PlayStation. The concept is simple: you control a cute 
little devil guy who must roll dice around a board (eight squares by eight squares) 
trying to align similar facing numbers next to each other. When you align an amount 
of dice equal to the numbers shown (for example: four dice with the number four 
showing) they all disappear from the board. But that’s not all~added techniques 
include the ability to chain similar numbers to a set you've already completed, as 
well as the limited ability to jump to the floor and push dice instead of rolling them. 
The gameplay has the same hooks as classic games like dominoes and, of course, /etris. 
Once you get the hang of Devil Dice (which takes about ten minutes) you will 

be engrossed by its depth. Just the exhibition mode in which you Tight rising dice 
trying to fill up the board is enough to justify the game, but it has so much more. 
A puzzle mode challenges you to complete certain patterns in a limited number 
of moves (a good way to learn the basics of the game). Two to five players can 
compete against each other in war mode, which is fun if not a little confusing. A 








been improved upon. Considering that EA is still in its first generation of polygonal 
engines, the game looks pretty darn good—but not as good as GameDay ‘99. The 
players in Madden don't look as sharp or as detailed as they could. Also, the menu 
and play selection screens look a bit dated and appear to have been taken straight 
from the 16-bit days. It just doesn't look as sharp as GameDay’s interface. Even EA's 
own NCAA Football ‘99 menu system looks better. Madden's plays are also 
scrunched together into rows of three, so if you have a small television you may 
have a problem seeing them all clearly. 

To EA's credit, Madden ‘99's still a wonderful football game. It just doesn't have 
the overall polish that makes GameDay ‘99 so great. It also doesn't contro! quite as 
well or look as clean. Ironically, Madden fans are probably still going to pick up this 
title. We just hope that they give GameDay ‘99 a try before making their purchase, 
to try both games for themselves and make the best informed decision. 
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TST HOUR [IST DAY TST WEEK 2ND WEEK 


GAME * SUMMARY 


Ax THE ABILITY TO MAKE YOUR OWN PLAYS IS A UNIQUE Ay THE JUMP TO POLYGONS REALLY IMPROVES THE GAME 


AND GREAT FEATURE THE GRAPHICS AND MENU SYSTEM DON'T LOOK AS 
4. SUPPORT FOR VIBRATION FEEDBACK MAKES THE GAME SHARP AS GameDay’'s 
FEEL EVEN MORE REALISTIC 


INAL OCORE: 


A GREAT FOOTBALL GAME THAT NEEDED A LITTLE MORE POLISH 


IST MONTH =| 2ND MONTH 











head-to-head battle mode that's dif- 

ferent from the war mode is included, 

as well aS a cooperative exhibi- > J 

tion mode. This literally has yg @ 

something for everybody, and it ¢™ oy 

is JuSt aS Much fun at a party as it —_~ 

is playing by yourself. ._ eo 
The graphics are fairly decent and — 

the acid jazz soundtrack is even well 

done, but what makes this game so 

brilliant is its subtle level of addiction. 

Devil Dice will hook you almost immedi- a 

ately and keep you playing all night. In fact, more then one PSM Be tfer has been 

known to put off a deadline to squeeze in a game or two during the day. We can only 

go on about this game for so long before we get repetitive. Buy It. Buy it now. 
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CAA Football ‘99 


Electronic Arts 


Tiburon 


Sports/Football 


me a mtn # ney SPLiT 
H8 OPTION 


iSTANDIO 


ast year's NCAA title was a great football game, but the slippery feeling 
gameplay and the lack of polygonal players really hurt it. Because of those 
two factors, Sony's GameBreaker managed to steal the spotlight. This year, though, 
things may turn out a little bit differently. 

st off, NCAA Football ‘99 is completely polygonal. Players now take up true 
-D space, which adds to the game in so many ways. You can now see the gaps in 
4 defensive line more easily and take advantage of them. Tackles even look like real 
i) tackles, with players falling to the ground more naturally. In fact, we could only find 
one fault with the polygons: sometimes the game slows down a bit, which can get 
_ a tad annoying. We blame this on the fact that this is EAs first attempt at a polygo- 
. nal football engine. 

That setback aside, EA has come up with a cool, innovative feature that football 
. ‘game fans will adore—analog running and passing. Using both analog joysticks on 
_ Sony's Dual Shock Controller, you can control the direction the quarterback is run- 
_ ning in while specifying exactly where a pass is going to land. This analog system 
is a bit difficult at first, but once you get the hang of it there's no going back. 


Team Losi RC Racer 
A FUN IDEA HAMPERED BY TECHNICAL PROBLEMS 


eam Losi RC Racer definitely has its heart in the right place. It's a darn fun 

racing game with accurate models of popular RC cars. The controls are 

tight with a dual analog controller (the way It was meant to be played—standard con- 

troller users will be disappointed), and the levels are wildly varied and creative. The 

game even has plenty of secret cars and mini-games for you to find after you beat 

the standard circuit races. Of course power-ups are also included, and you earn them 

in a rather unique way—you must drive through specially colored gates in specific 
orders to acquire each new ability. 

The problems with RC Racer mainly come from its framerate—more specifical- 

ly, the framerate variance. On some levels the framerate will vary from 30 FPS all of 
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TST HOUR i1ST DAY 


11ST MONTH © J2ND MONTH 


GAME * SUMMARY 


“©. ANALOG CONTROL MAKES THE CARS RESPOND VERY SEVERELY INCONSISTENT FRAMERATE HAMPERS GAME- 
REALISTICALLY PLAY AND MAY CAUSE A FEW HEADACHES 

4s. THE LARGE NUMBER OF HIDDEN CARS WILL KEEP © GRATUITOUS POP-IN IS DISTRACTING AND MAKES THE 
YOU ADDICTED GAME FEEL UNFINISHED 
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And while that one 
feature makes the game 
so much better than last 
year's, the real prize in NCAA 
Football ‘99 is the expanded , 
Dynasty Mode. Now multiple people can keep track of “= 
their teams over several seasons. You can follow specific Sever a 
and see how they have improved, as well as send out your coach to. recut new ek 
ent. EA even added a coach mode, which adds more stress to the already intense 
Dynasty feature. Basically, you play as a coach with a five-year contract. Depending 
on your team’s success, your contract will be extended or shortened. Lose too many 
games and you will either have to retire or transfer to a less successful school, Keep 
winning and you'll have a chance to coach an even more respected team. ts 

EA has truly done its homework and brought a very solid college ball title to the 
market. And considering GameBreaker won't be out for a little while, we can think 
of no reason not to buy this game. NCAA Football ‘99 has the rye and the col- 
sic feel that NCAA devotees will love. : 


= -|2ND WEEK — “list MONTH © 
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_|2ND MONTH 


INAL OCORE: 


EA PROVES THAT IT STILL HAS THE COLLEGE SPIRIT 


Fox Interactive 





Ironically, Team Losi is at its 
best when a minimum amount 
of objects are on-screen to slow 
the game down. 


the way down to around to 10 FPS. As you might guess, this can severely hinder 
the gameplay. It gets especially bad when you are bounced around and the camera 
fails to track you correctly. It's a shame, really, because it distracts from the other- 
wise fun gameplay. RC Racer also has an enormous amount of late pop-up in the 


environments. As you might imagine, the two-player mode is seriously hampered 
by these problems. 


The graphics aren't bad, but they suffer from some seriously ugly textures in 
places. In general, they are a bit muted. The sound is good and the upbeat music is 
fun to race to. Unfortunately, while you are looking for secrets you will find that the 
music tracks are a little short, and they will start to get on your nerves. Oh well. 

Overall, the game is a moderately fun experience, but the technical hurdles you 
face can detract from the experience and be seriously maddening. At a time when 
games are running at 60 FPS in hi-res, RC Racer has no excuse for its problems. 
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AN AVERAGE RACING TITLE HELD BACK BY TECHNICAL PROBLEMS 





-— Seize the Power! 


Enter the PSM/Ninja Contest 







A Ninja 
wouldn't miss the chance 
to win Sreat prizes. 
Don't let it pass- you. 

by either! 


Enter Today | 


GRAND PRIZE: 


- Framed Original Signed 
Artwork by Jerr O’Carroll 
~ Core Design Artist 


- Interact Gamepad 









- Copy of Ninja: 


Shadow of Darkness 


2nd PRIZE: 


- 10 Interact Gamepad 


and Copy of Ninja: 
Shadow of Darkness 








4 To enter: 
yo Send a postcard with 
your name and aooress fo: 


PSM/Ninja Contest 
150 North Hill Drive 
Brisbane, CA 94005 


“Hs, 


sro PRIZES. 


*.25 Strategy Guides 


anod Copy of Ninja: 
Shadow of Darkness _ | 


is. 


GN, $MERAGF www.cidosinteractive.com te ellos 


RULES 


Winners will be drawn on November 30, 1998 No purchase necessary. To enter, send a postcard with your name and address to: PSM Ninja Contest, 150 North Hill Drive, 
Brisbane, CA 94005. No purchase or payment of any money is necessary to enter. One entry per household. Entries must be received by November 15, 1998. All entries become 
exclusive property of EIDOS Interactive and will not be acknowledged or returned. Only one prize per family, organization, or household. Prizes. One Grand Prize winner will 
receive a framed signed copy of original concept artwork from Ninja: Shadow of Darkness, a copy of the game and an Interact Gamepad. Ten Second Prize winners will each 
receive an Interact Gamepad, copy of the game, Ninja: Shadow of Darkness and copy of the Official Strategy Guide from Prima Publishing. Twenty Third Prize winners will each 
receive a copy of the game, Ninja: Shadow of Darkness, and the Official Strategy Guide from Prima Publishing. Eligibility. Sweepstakes open to residents of United States and 
Canada, excluding Montreal. Non-compliance with the time parameters contained herein or return of any prize/prize notification as undeliverable will result in disqualification and 
an alternate winner will be selected. In the event of disqualification, Grand Prizes, Second Prizes and Third Prizes will be awarded to the next available entry. Runner up winners 
will be notified by mail. By acceptance, winner(s) agree to the use of their name and /or likeness for purposes of advertising, trade, or promotion without further compensation, 
unless prohibited by law. EIDOS Interactive is not responsible for any damages, taxes, or expense that consumers might incur as a result of this contest or receipt of prize. Winners 
accepting prize(s) agree that all prize(s) are awarded on the condition that EIDOS Interactive and its agents, representatives, and employees will have no liability whatsoever for 
any injuries, losses or damages of any kind resulting from acceptance, possession, or use of the prize(s). List of winners. For a list of winners, please write to Eidos Interactive, 
PSM Ninja Contest, 651 Brannan Street, San Francisco, CA 94107 after November 30, 1998. Restrictions. Void where prohibited or restricted by law. All federal, state and local 
regulations apply. Sponsors. This sweepstakes is sponsored by EIDOS Interactive, Interact and Prima Publishing. Ninja: Shadow of Darkness is a trademark of Core Design. © 
1997-1998 Core. Eidos Interactive is a trademark of EIDOS pic. © 1998 Eidos. All rights reserved. 
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NFL Blitz 


im? SF 0 \ 
Sosa Dal 
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Sports/Football 


B &. | In Blitz you don’t just get 
Yo tackled, you get thrown to the 
ground. Hard. Then you get 
stomped on and made fun of. 


A STUNNING ARCADE CONVERSION 


IN) FL Blitz stormed into arcades last December and became an instant hit 
for Midway. Readily accessible football action in combination with a dis- 
tinct lack of anything resembling penalties made Blitz the ultimate fast-action 
extreme football game. 

Thankfully, the home conversion to the PlayStation is about as accurate as it 
could possibly be. Despite the lower resolution (which sometimes causes the 
graphics to look a little muddy) and noticeable load times, the PlayStation Blitz plays 
just like its arcade counterpart. 

What makes the game so fun is Its extremely streamlined interface and ease of 
use. The low number of plays (20 offensive and nine defensive) and players on the 
field (only seven per side) separates Blitz from the more serious football games, but 
the action is rougher and meaner than anything else you can get. The commentary 
is a bit limited and mainly consists of exclamations, but overall the sound effects 
have all been represented well with every bone-breaking crunch plainly audible. 

Where Blitz plainly succeeds is in its fun factor. Honestly, once you start playing 














} ombining action and strategy in one 
Bae tight package, /rap Gunner manages to 
\ deliver a really fresh experience for the 
PlayStation. Two parts Spy vs. Spy and one part 
Bomberman, the game creates a world of espi- 
) Oonage where being ever-aware and keeping a 
cool head are the keys to survival, success, 
and a lot of fun. 
More than your standard action game, Trap 
Gunner revolves around setting and disarming 
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the game you really get involved. The “no holds barred” rules will have you and a 
friend doing some serious trash-talking in two-player competition. Even better, you 
can save the stats every time you play so you can always see how you rank against 
other players. A tournament mode adds some life to the one-player game, allowing 
you to play a season and work your way to the Super Bowl. 

The only complaint we have with Blitz is the same problem we ran into when 
we played the arcade version. After two players get extremely good at the game, 
the outcome isn't decided so much by skill as it is luck. Due to the back and forth 
nature of the game, the last player who scores will usually win, which is decided by 
the time on the clock as opposed to the skill of the players. Overall, however, Blitz 
comes highly recommended. It's easy to pick up and hard to put down. 


{1ST WEEK 12ND WEEK |1STMONTH }2ND MONTH 


GAME * SUMMARY 


dd THIS EXCELLENT ARCADE CONVERSION MAY HELP US 
FORGET ABOUT SAN FRANCISCO RUSH 


A THE CONTROLS ARE TIGHT AND EXTREMELY EASY JUST 
TO PICK UP AND PLAY 


1ST HOUR 1ST DAY 


& THE NEW TOURNAMENT MODE ADDS MORE REPLAY TO 
AN ALREADY GREAT GAME 


GRAPHICS CAN GET A LITTLE CLUTTERED AT TIMES, 
RESULTING IN CONFUSION 
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Action/Strategy . o 
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Trap Gunner delivers an 
intense and enjoyable two- 
action experience. 


traps. Each character also has a distance attack and hand-to-hand moves, but they 
play a secondary role to the devious devices themselves. 

You must strategically place the various traos—including mines, pits, and poison 
gas—throughout each level to apprehend your prey. But that’s not all—locating and 
disabling your enemy's traps is also possible (and necessary). You enter a special 
“awareness mode” to track them down, and input a button sequence to disarm 
them once you do. It's this well-tuned mixture that truly makes the game shine. 

Trap Gunner continues to impress on a technical level. Its characters are full of 
personality and move smoothly, and its stages are well-designed and filled with 
graphical flair. The game does take a hit in the sound department, however. 
Inconsistent quality is the culprit here, with driving tunes at one point and strangely 
inappropriate pop music at another. 

Action and strategy fans alike will find a lot to enjoy, and as a two-player experi- 
ence it's hard to beat. In a world of knock-off titles, Trao Gunner is a welcome change 
from the norm. It's not your normal action game, and that's good. 


INAL SCORE: 





IT's NOT YOUR RUN-OF-THE-MILL ACTION GAME, AND THAT’ 
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Electronic Arts 


| Delphine Software 


get quite competitive. They 
each follow different lines 
through the course for more 


realistic competition. 





ast year's Motor Racer was hands down the best motorcycle racing game 
@ on the PlayStation. It offered both street bikes and dirt bikes with amazing 
control, and it screamed with speed, as well. The question to be asked of the sequel 
is whether its new additions and improvements make it the better game. 

The answer is mixed. Delphine Software has definitely surpassed itself with all- 
new modes, including a course editor that allows you to create your own course. 
You can base it on one of the tracks from the actual game or start from scratch. 
What's more, you can take your creations and put them into your own custom 
championship that you can save to a memory card and share with a friend. The edi- 
tor is extremely easy to use, enabling you to change the elevation and create 
whoop-dee-dos and jumps. You can also pick from four different environment 
schemes for either street or dirt track creations. The editor does have its limitations, 
however, and you may have some trouble adjusting to the constraints. Still, this is 
the best track creator of any game so far and easily the best feature of the game. 

Control in Arcade mode is as solid as the first title. With the new addition of a 
harder-to-control Simulation mode, fans of more accurate driving physics have rea- 
son to consider Motor Racer 2. Dual Shock is also a welcome enhancement. Where 
things start to fall flat with Motor Racer 2 is in the graphics and track design depart- 
ment. The visuals, although refined and more realistic than the last, don't quite 
reach the mark set by many current racers. Graphics are repeated way too often 
(you see the same rows of trees over and over again) and are somewhat muted, 
occasionally making the track difficult to make out. Course design is uninspired, 
which is surprising because the first title excelled in this area. The same land- 
marks and other environment features are used in many tracks, making the 
only differences between many of them their layout. Speaking of which, the 
track layouts are all unremarkable. 

In the end, we still recommend Motor Racer 2. It's not a classic, but it 
is a solid game. Just be aware that you will be buying it for the track cre- 
ator, the speed, and the control—not for its graphics and course design. 
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The computer opponents can 


Master of Monsters: 
Disciples of Gaia 


Toshiba EMI 


Strategy 





Archaic graphics and 
plodding gameplay just can’t 
cut it in the midst of superior 
PlayStation strategy titles 


THIS STRATEGY REMAKE FAILS THE TEST OF TIME 


urn-based strategy has taken a turn for the worse in Master of Monsters: 
Disciples of Gaia. Derived from a mid-1990s Sega Genesis title, the game 
comes up sorely lacking when compared to other titles in the genre. 

At its core, Master of Monsters remains true to its roots. You must summon 
monsters into battle, and you can choose between a number of alignments 
(Neutral, Chaotic, and others) to affect their attributes. Gameplay takes place on a 
hex grid that brings back memories of old-style pencil-and-paper RPG, and the 
whole thing is turn-based. You move your characters around the field hex-by-hex, 
inching ever-closer to the next conflict—it’s standard strategic fare. Combat itself 
brings you a bit more into to the action. 

Master of Monsters isn't at all based on a shabby concept, but when a game is 
tethered to a slow, out-dated gameplay system it becomes a chore to play. 
Thankfully, an option to speed up the gameplay by disabling certain animations is 
given, but it's simply not enough. 

Appearing more like a port of its 16-bit predecessor than a game released three 
years into the PlayStation’s lifespan, Master of Monsters relies on equally archaic 
graphics and sound. Flat, low-detail backgrounds, stiffly animated characters, and 
tinny sound effects simply aren't passable in this age of 32-bit machines. Perhaps 
the game's most redeemable trait is its multiplayer mode, through which 

up to four players can take turns in combat. Unfortunately, it ends up 
more like a board game than what should have been an immersive 
videogame experience. And with so many better multiplayer titles 
for the PlayStation, this one will seldom see much play. 
In a genre occupied by the likes of Final Fantasy 
Tactics and Vandal Hearts, t's nearly impossible to 
recommend Master of Monsters. Diehard strategy 
buffs and nostalgia freaks may want to give 
it a look, but all others should abstain. 
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GAME * SUMMARY 


4. GOOD AS A PARTY GAME WHEN ALL YOUR OTHER 
CHOICES ARE EXHAUSTED 


© SLOW GAMEPLAY TAKES AWAY MOST OF THE FUN 


© ARCHAIC GRAPHICS AND SOUND 


Y COULD HAVE BEEN DONE ON A 1B-BIT CONSOLE SYSTEM 
(Ta) 





“BEEN THERE, DONE THAT HAS NEVER HAD MORE MEANING 
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Cage Match, Weapons (TVs, belts, clubs, chairs, and so on), Vs., and Create-a-Player. 
WWE Warzone Create-a-Player mode is the best. It has a tremendous amount of choices, ranging 
from facial and body hair, masks, upper and lower body shapes, costumes, shoes, 
vests, shorts, gloves, and face types. This list goes on and on, and it's hilarious to 
make characters with some friends and play against one another. 

Rounding the game off is its high-quality sound. The grinding guitar-laden music, 
choice effects (like wrestlers’ voices and yells from the crowds), announcers’ voic- 
es, and correct intro music for each wrestler are all simply excellent. 

VWF Warzone does have its problems, such as the long loading times, and your 
game may be marred by occasional stuttering or even crashes. Despite those set- 
backs, it's easily the best wrestling title available on the market at this time. 


cami Steve Austin, this 
game has no hitting 
below the belt 





CONTROL F 


INNOVATION 


A WRESTLING GAME THAT FINALLY MAKES THE GRADE 


TT he first thing that needs to be said about WWF Warzone is that it is by , | | 
far the fastest-moving wrestling game yet. The character speed, relative SSS ee eee oe 


to any other title, is phenomenal, and Acclaim’s motion-capture techniques have ae a ale | ee 

finally been brought to good use. The wrestlers pull off huge scores of moves in ee THe Creare A Paver ieone creamy wacreises tee © AC Engh OF THE GaaRAtTeRS HAS TONS DF SPECIAL 

the same rhythms as the real-life pros, and each special move has been accu- GAME'S REPLAY VALUE AND FUN FACTOR MOVES THAT DEEPEN THE GAMEPLAY 

rately reproduced. 3 | 4x GREAT MOTION-CAPTURING ELEVATES THE WRESTLERS ‘THE LOADING TIMES ARE A BIT TOO LONG AND CAN 
The game only gets better from there. The PlayStation version of Warzone is REALISM AND KEEPS THE GAME MOVING SMOOTHLY QUICKLY GET ANNOYING 





packed with more polygons and textures for each character than even the Nintendo 

64, and the game runs in a high-res mode (640 x 240) that gives it a crisp, sharp look. | N A | [ f] a EF “ 
Warzone also comes packed with the kind of options and myriad modes that “ 

gamers adore. After the Challenge (for the Championship), Warzone has Tag Team, NO WRESTLER ON THE MARKET CAN BEAT WWF Warzone 












Basically an action-oriented strategy game, Precinct Assault requires a bit 
more brainpower than brawn. Your mission is to get one of your units into the 
enemy base, which is located on the opposite side of the playing 

field, without it being destroyed. However, to build up your units 
you have to have resource points, and the only way to earn 
LAPD. resource points is to blow up your opponent's units. This may 
2 wea §=6SOUN Simple, but the gameplay actually has quite a bit of depth. 

uture Cop: L.A.PD. was originally going to You can even play against someone else if you want to. 
be a part of EAs Strike series, following in a 2 The only real problem with Future Cop: L.A.PD. is that some of the 
the tradition of Soviet Strike and Nuclear Strike. Fsingonssls . 1% environments tend to be too large, and the game doesn't always pro- 
However, during development the producers felt : alee? vide enough direction. In several instances you will end up wan- 
that the game was too much of a departure to be con- dering around, unsure of what exactly you should do next or 
sidered part of the series, and decided to make it a stand- where to go. The addition of the Precinct Assault was a nice 
alone product. touch, but a lot more could have been added to it, such as a 

Future Cop is basically split up into two different modes, larger variety of units. And with that mode aside, this game 
Crime War and Precinct Assault. Crime War is your more tra- doesn't quite provide enough innovation or addicting gameplay 
ditional mission-based action game that fans of the Strike series will to make It truly great. As it is, Future Cop is pretty decent, but 
immediately recognize. The object is to pilot your assault mech through only if you are an action game fan. 
twelve different levels, completing certain objectives and ridding the city 
of its criminal elements—pretty standard. Precinct Assault, on the other 
hand, is a bit more innovative and lot more fun. 
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GAME * SUMMARY 


up into separate missions. 


NAL SCORE: 





AN OTHERWISE AVERAGE ACTION GAME WITH A HI 
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HE GAVE HIS LIFE FOR HIS KINGDOM. NOW HE’S GIVING HIS DEATH. 
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The first level boss is beautiful. 
If you beat it, you will be able to 
check it out in a viewer lets you 
rotate it in 3-D space and see it 
from every angle. 


he formula is pretty simple when it comes to side-scrolling shooters: con- 
stantly move around to avoid a screen full of bullets while using upgradable 
weapons to blow up baddies. At the end of a level you fight a giant boss that fills 
half the screen. Thunder Force Vhappens to be a really hard shooter, and stylistically 
it's at the top of its game. This is no Einhander (reviewed issue 10, June 1998), but 
several elements are comparable and it boasts some unique features, as well. 

All the enemies are polygonal and sport a killer anime mech look. They come in 
huge variety, and their flight paths and actions are all totally memorizable. If you ever 
want to see the end of this game, memorization is something you'll definitely have 
to do. And that may be Thunder Force V's Achilles heel: most players will never see 
the end of the game, or even its last couple of levels. The difficulty is paramount. So 
much happens on the screen that you won't have a smidgen of a chance if you 
aren't perfect—but that’s not to say that you won't have a ton of fun in the process. 

Your ship (the Vesteel) comes with five banks for weapons that are filled as you 
grab weapon pick-ups. Weapons include the standard forward-shooting bullets and 
homing guns, with various others that provide some great effects. You can also pick 
up power-up orbs called Craws that will increase your firepower and enable super 
attacks. Each weapon has its own super attack that is optimized for different situa- 
tions, making room for some strategy. Control is perfect, and you can adjust the 
ship's speed to your preference. The analog controller configuration enables you to 
move only using the sticks of the pad, which truly saves your thumbs from the ter- 
rible blisters this game is bound to give. Dual Shock feedback is also incorporated 
and Is felt when you fire special weapons or destroy a boss. You are rewarded with 
plenty of bonuses for doing well, which come in the form of high-res art, story line 
development, and boss info. These bonuses really do make you want to keep play- 
ing, even when you're frustrated. 

Thunder Force V is definitely for the hard-core shooting fan, as most will find it 
very difficult. No matter how futile it can seem, though, Thunder Force Vis a solid, 
fun game that never makes you feel like you're wasting your time playing it. 


EINHANDER FANS MAY WANT TO GIVE THIS SHOOTER A 
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Tales of Destiny 


NAMCO DELIVERS ONE DEEP RPG 


amco’s first dive into RPGs resulted in the classic Super Famicom title, 
Tales of Phantasia, back in 1991. Unfortunately, the game was never 
brought over to the States. But with the ‘97 release of the game's sequel, Tales of 
Destiny, Namco decided to show U.S. fans a little of its versatility by finally bringing 
it to the U.S. PlayStation. And with a long, involving storyline, tons of interesting 
characters, and incredibly complex and innovative gameplay, RPG fans should defi- 
nitely be grateful. 

Upon first glance, it’s entirely apparent that Namco wasn't trying to capture the 
attention of newly converted fans who have been wooed by Final Fantasy VII's 
flashy graphics and lengthy CG cinemas. Tales of Destiny is a pretty but simplistic- 
looking game with old-school 2-D graphics and side-scrolling battle sequences. Even 
with small-scale effects like real-time shadows and water transparencies, visuals 





| RPG 





The complex battle system in 
Tales of Destiny keeps combat 

| ata high level of interaction 

/ throughout the game. 
























never reach the level of other recent PlayStation RPGs. The real draw 
of the game can be discovered in its battle system, optional sub-mis- 
sions, and character depth. You can carry out battles manually by 
pressing certain buttons, with the ability to wield magic, carry out 
special combos, and use various summoning spells. It's an impres- 
sive step beyond the inflexible combat found in most traditional 
RPGs and gives you a real feel for the capabilities of each charac- 
ter in the party. The complexity of the battle system also gives 
you an idea of the game's wealth of sub-events. 

Tales of Destiny also goes above and beyond the call of duty 
in terms of secrets and sub-games, by packing in a massive 
amount of both to entertain and challenge you for more than 50 #% 
hours. At its heart, the game weaves a solid story with characters 3 
that show a good amount of depth and growth throughout the 
game. Hard-core RPG fans shouldn't miss out on Tales of Destiny, 
and newbies will want to check it out to see what they've been 
missing all along. 
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GAME * SUMMARY 
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t's that time again, right before the holiday season when where to spend your hard-earned bucks. So many products are out 
everyone is gearing up their new products for release. This there that we decided to focus specifically on the slew of new 
year, PlayStation peripherals will be one of the hottest commodi- _ controllers that feature dual shock in some way. We'll also take a 


ties around. With dual shock technology and other advancements, _ brief look at some of the other strange ls 
PlayStation owners today have more ways to play than ever before. innovative products that are 


The selection of controllers out there is massive, but the entire staff available now or 
of PSM came together to test them all and help you decide just coming soon. 
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DE ith just about every new game incorporating dual 
shock in some way, peripheral manufacturers are 
going gangbusters with the technology. It seems compa- 
nies are willing to throw vibration into just about anything. 
These are more than just rumble packs, however. Dual shock 
controllers feature several different types of vibration, rather 
than the constant hum of other systems’ rumble packs. So watch 
out—the dual shock invasion is underway! 
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sony Dual Shack Analog Controller 


This is the original, and is easily the best dual 
shock controller on the market. It feels just like its 
digital counterpart but is a little bigger and quitea 7 
bit heavier (not too heavy, though). The analog sticks 
are very nice and allow for amazing control on games 
that have an analog configuration. It feeds power 
straight from the PlayStation and provides quite a 
strong shock. This here is the one to buy. 
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Manufacturer: Interact 
MISRP: $27.99 


The first Barracuda had 
some design flaws, but its 
metal analog sticks outper- | 





Manufacturer: Innovation 
MSRP: $24.99 
Available: September 
‘What's interesting about. 


Innovation’s controller is that it 
formed even the Sony pad. | : 
: is the exact same shape and 
They had way more range in their play that allowed for | | ' , ) 
| size as the Sony Dual Shock controller. The rubber on the 
more precise control. The Barracuda 2 is a completely | 


ais | top of the sticks is different, however, and the Twin 
new pad, The ongina! Barracuda was hindered by its odd Shock is much softer. It will be interesting to see how 
shape and sticky shoulder buttons, but Interact has cor- | Innovation's controller compares to Sony's when they 


rected these flaws with a new, much more functional —;. ee e 
' finally come out, considering the extremely similar di- 
design. Unfortunately, the superior metal analog sticks 
| mensions and look. 
have also been replaced by sticks more like those on the 
other pads, with cupped rubber tops. These new sticks 
are by far inferior, with a loose feel and very little range. 
The shock may rattle the pad a bit, but it does the job. 
The shoulder buttons are at a nice angle that makes using © 
them really easy, and the D-pad Is tilted. A turbo function 
and a handy switch to swap the functions of the two > 
sticks back and forth are also nice, but overall this pad Is | 
a disappointment. 


Manufacturer: Innovation _ 
MSRP: $19.99 
Available: October ma 
Believe it or not, someone is bringing out a dual 
shock controller that is totally digital and missing the — 
two analog sticks. Innovation is essentially taking Its Sony 
look-alike controller and removing the analog sticks. It still 
has the same shell, only with covers over the holes 
where the sticks should be. What's the point, you ask? 
Well, the casing Is clear, which allows you to see the 
motors spin, and It is a bit lighter. And some people out 
there just won't give up their digital control, even though: 
they may want to experience dual shock. The Twin 
Shock is their solution. = 








Manufacturer: Madcatz 
MSRP: $24.99 

We really liked the feel of this 
pad with its rubber grips 
under the handles, easy-to- 
hit buttons, and smooth ana- 


log sticks. It comes in black Manufacturer: Nuby ‘ & 





and features a turbo button MSRP: $49.95 
for rapid fire. On the down Available: December 
side, the mode switch is This odd-looking controller from 


located in the same spot that the START button is | Nuby looks like it will have every- 
located on the Sony pad. This can lead to accidental | thing for racing fans. It has your stan- 
and annoying mode changes from digital to analog. | dard D-pad, with the shoulder but- ga 
The other complaint that raises the most concern is __ tons located on the sides and on 
the sheer amount of batteries that this thing goes | top of the pad next to the action 
through. Over time, it almost makes the controller not | buttons. A couple of analog trig- 
worth the effort. Consequently, we're revising our orig- _ gers are also under the pad for gas 
inal rating of 4 .5 stars (issue 12, August 1998). and brakes in racing games. It only features one analog 
Stick (the left one on the standard pad). However, an ana- 
log steering wheel sticks out from the left side and is one 
of the controller's selling points. 

' . | This pad is looking pretty good and is compatible with 
eee ian all the control modes available for the PlayStation, ranging 
from digital to analog to the Namco Negcon steering con- 
figuration. Dual shock will also be in effect, possibly mak- 
ing the EZ Drive the greatest and most versatile hand- 
held racing controllers made. Check back in a ae issue 
for the full review. 








This relatively ugly pad from Naki actually surprised us 
after we played with it for a while. Its design and mantu- 

facturing seem a bit on the cheaper side, but Its” 
“dual shock vibration is easily as strong as the 
® Sony pad. The Rocker’s two analog sticks with 

® plastic cupped-shape tops are quite usable, 
& offering a wide range of motion and a nice 
L springy feel. The D-pad leaves much to be | Manufacturer: Thrustmaster 
& desired, though, as its disk shape provides | MSRP: $29.95 
§ for little grip. Turbo and slow-motion fea- | Available: November 

tures are also included, but nobody really | Thrustmaster has a very good i 
uses these functions. The controller is avail- | Teputation in the PC steering wheel and controller | 
able in a vari- market, and it has now decided to conquer the 
ety of colors. r PlayStation market with its unique Shockhammer analog 
Overall, Naki pad. We got to hold a prototype back at E3, and we found 
hasn't done too it to be very ergonomic with a pleasing shape. The sim- 
bad of a job. ple fact that it isn't a copycat of the Sony pad makes us 
take notice of this possibly amazing new controller, 
Power for the vibration function is drawn from the 
PlayStation, so batteries won't be necessary. This will 
also be the controller for those with larger hands. We will 
just have to wait for more details. 
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V3 FX 


Manufacturer: Interact Wie 
MSRP: $69.99 A 
Available: December 
The already awesome “ 
V3 steering wheel is 
~made even better with the 
inclusion of dual shock vibration. Its ease of use and 
solid construction easily makes it one of the top two 
wheels ‘out there. The V3 fits between the legs for 
couch driving and is fully adjustable to fit any body size 
comfortably, It has the largest turning radius of the 
pack and prowides some (although not the strongest) 
resistance when. you turn. 

Another big selling point is the wheel's program- 
mability, as steering Sensitivity and button relocation is 
as simple as a few button.presses. The shock feels as 
strong as the Sony pad, with two types of vibration 
inside the wheel itself'—not in thé-base or neck. It gets 
power for the vibration from the PlayStation, so no bat- 
teries are needed. You really have no reason..to think 
twice about this controller. 
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- MSRP: ct 


your hard drive. You 


Saves to your friends 
Or post them to a web- 


Mal force 
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Madcatz Dual Force Steering Wheel 
Manufacturer: Madcatz 

MSRP: $59.95 

The Madcatz steering wheel is the other of the top two 
wheels in the market. What makes it so good Is its 
solid construction and the amount of resistance in the 
wheel when it turns—the strongest resistance on the 
market. On the down side, it is a bit difficult to set up. 
You need to have a table in your gaming area that's at 
just the right height. It's also not programmable, and 


















you cannot adjust the steering sensitivity. The dual 
' shock vibration added to the wheel is very disappoint- 


ing, Ttirst because it requires batteries, and second 
because the vibration is exclusively in the base. 
Also, the two types of vibration both feel about 
the same. The annoying high-frequency vibration 
’ feels more like a hand buzzer than what we're 


Analog gamepad. 

In spite of its flaws, the Madcatz Dual Force is 
still a decent steering wheel that provides great 
resistance when turning and adds to the driving 
experience. However, the dual shock vibration is 
terribly disappointing, and you will probably want 
to turn it off. So what's the point? | 
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Universal Steering Wheel 
Manufacturer: Naki 
MSRP: $59.99 


Naki has completely missed the mark on this one. The 
glaring flaw in the Universal is its extremely small turn- 
ing radius—the wheel moves less than a quarter turn 
in either direction. The direct result of this shortcoming 
isan. analog steering wheel that plays like it's digital. 
Driving straightahead..is...extremely..difficult,-as the 


_ Lex Drive 





Available: December : 
This little unit hooks up 
through its serial por 
your computer t 
cards. Thus, you c 
all of your saves. 





can then e-mail your — 


site. The Dex Drive is what 

many have been waiting for 

and opens up a whole world of new exchange for 
PlayStation enthusiasts. 


Shark Bytes 


Manufacturer: Interact 


‘Suggested Retail Price: $19.99 


Available: Now 
These are basica 


fn to with the al-powerful Sony Dual Shock 


- ever need an 
caly memory Cane wih coves fora spe- _ block of mem "y 


cific ome already ¢ on 1 them. Their feeling pols and 
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slightest turn of the wheel will spin you out of control. 
The wheel's vibration aspect is equally weak because 
it only produces one kind of vibration (clearly audible), 
which is more like a mild buzz. The bottom line is that 
Naki's Universal Steering Wheel 
has no redeeming qualities. 


* 
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Atter Shock 


Manufacturer: Ascii 

Available: Third Quarter 1998 

Ascii hasn't been very successful at producing quality 

steering wheels in the past, but it hopes to change all 
that by creating a brand-new analog steering 
SS whee Ny ae dual shock vibration. Ascii 









Both thé steer- 
ing and ‘the ped- 
dles will be analog, 


-and it looks to 
a _ have an ergonomic 
feel. We'll let you 


know whether Ascii has 

al managed to create a 
decent steering wheel or not when we finally get to 
play with a working model. Look for the review in the 
next couple of months. 























OctTtosgerR 1998 


WWWaPSMONLINEs«COM 





f here today 


Wrist Rumbler 


| We reviewed a similar product from Innovation, the 
_ Shock Pack, in issue 11 (July 1998) and gave it a one-star 
_ rating. Madcatz’ Wrist Rumbler is the same exact prod- 
| uct, despite its claims that the Wrist Rumbler has two 
_ types of vibrations. It has only one type of vibration that 
| basically feels pretty lame. Add to that the fact that it 
' requires batteries while most dual shock controllers 
_ draw their power from the PlayStation, and you can see 
_why these products are such @ sume. 
| waste. You can link two together faa 
_ for attaching one to each limb, 
| but even this effect is not what . 
| you expect. “ 
| Dual shock is not just a term | 9m 
_ to describe simple vibration feed- ™ 
_ back. “Dual” means two, right? So if. 
_ product has only one type of vibration 
_ should be called singular shock. Many 0’ 
the new peripherals for the PlayStation 
make a weak attempt to include vibration 

just to jump on the dual shock bandwagon. 
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Dual 
Shock Gun 


Innovation’s Dual Shock Gun, other than having a 
creative name, is really nothing more than a 
GunCon-compatible light gun with a little motor 


inside that spins as long as you hold the trigger. On top of 


that, the motor only spins at one high rate; there is noth- 
ing “dual” about it. Of course no light gun games ectual- 
y feature dual shock, so light guns that offer it as a fea- 
ture are simply using a gimmick to cash in on a trend. 
Basically, this light gun Is about as fun to play 

with as an automatic 
screwdriver—you should 
pass on this one. Event 
though it works with the 
GunCon games, it still has some problems 
with accuracy as well as aesthetics. 
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Ascii 
www.asciient.com 
(650) 780-0166 
fyou are interest- sc Labs 
ed in any of the © www.intensor.com 
products featured or are — cyberstuft 
having trouble finding a © www.cyberstuff.com 
certain controller at @ Gime source 


store near you, then go 
ahead and call the com- 


(212) 279-6758 


: Innovation 
pany who makes it for www.innovation!.com 
more information. (860) 395-3090 


i) different parts of the 
# vest, depending on the 
Baction in the game. 


pm 


Reality Vest 


A vest called the Aural Innovator was once available for 
the Super NES; It was basically a vest with a subwoofer 
in it. It didn't exactly sell well and quickly went the way 
of over-priced useless videogame crap. The Reality Vest 
from Nuby Is essentially a vest fille 
with wrist rumblers. However, 

Nuby is at least trying to do some 


d | 
company |s currently working ON > : | 


interesting things with it. The 





incorporating some kind of 
dual shock by vibrating 





ea 
Sd 


Whether the Reality 
Vest will be successful 
remains to be seen. 
We'll give you the full 
scoop when this poss 
bly innovative product 


, | a ; cay : ! 
A hits the market. in | 


Lobra Z 


The Nyko offering is a bit better than Innovation gun, but 
it still suffers from the same vibration gimmick. The 
vibration feature is much better, however. The motor 
only vibrates briefly when you pull the trigger, and ever 

less when you hit the reload button. The end effect is 

actually quite pleasing, especially if you're looking for a 
gun with some sort of feedback that is also quiet. Most 

of the recoil light guns on the market make a loud, annoy- 
ing clap sound every time you squeeze the trigger. 

The Cobra 2 sports all the cool features that have now 
basically become standard for light guns, including a 
reload button, GunCon 
compatibility, auto-reload, 
and auto-fire. It is bright 
blue, but if the color doesn't 
matter to you then the Cobra 2 isn't a bad choice. 
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Interact Nyko 
www. interact.com www.nyko.com 
(410) 238-1426 (888) 444-Nyko 
support@gameshark.com 

SC&T America Inc. 
MadCatz www.platinumsound.com 
www.madcatz.com (800) 408-4084 
(800) 659-2287 

Sony CEA 
Naki www.playstation.com 
www.nakiusa.com (800) 345-SONY 
(800) 626-6254 

Thrustmaster 
Nuby www.thrustmaster.com 
www.nubyonline.com (503) 615-3200 
(603) 924-2260 (option 4 from 
info@nubyonline.com voice menu) 
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“| WILL destroy you in the Battle mode -.. 
| WILL destroy you in the two 
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°9 Blazin’ aquatic tracks to tear up.y 
3D rendered waves like you ve never seen before. 


eAn arsenal of high powered, high tech 


customizable weapons and boats- IN 
all Fully upgradeable. _ PLAYER 1 


elwo player split screen or : 
combat cable link. sensi 











www.deadinthewater.com 
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“Tiny Tank's effects are some of the most 
impressive seen on a PlayStation... 


ee ge —— s es ~ the game itself is a technical wonder.’ 
sais ; “i ee —" -Next Generation 
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‘iors have driven mankind underground. And it's 







bot war 


In the future, evil 


SS AR 








‘up to Tiny Tank 0 save world. Sure he’s small but he’s no wuss. He’s got enough fire power to start 


iia 


WWIII...and he’s trigger 





as 


happy. Se-bringing his enemies down to his level and annihilating their pathetic 


robot asses is a cinch. But whatever you do, don't call him Tiny. He may aim higher than your knee caps, 








www.tinytank.com www.mgminter 
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Crystal Dynamics 
Crystal Dynamics 


January 1999 
Adventure/Platform 
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egacy of Kain: Soul Reaver 
Bi. , has come quite a ways since 
. our last preview (June 1998, issue 10). Unfortunately, much 
work still needs to be done on the game, which is 
why its release date has been pushed back to 
January of next year. VWWe know this may break a 
lot of your hearts, but think about it this way: the 
worse thing Crystal Dynamics can do is rush this 
game to the shelves. Now the developers have 
more time to make Soul Reaver that much better. 

The first thing you will notice when looking at the screen- 
shots is that they have no bulky menus or on-screen icons. 
The developers have opted to make the gam- 
ing interface as seamless as possible. As 
==, Raziel gains new abilities, they become 
® _instantly accessible by hitting specif- 
ae ic buttons. You won't have to 

™® select them from a sub-screen. 
w This simple fact should make the 
game much more intuitive. 

We have also learned that Raziel has the 
ability to transport back and forth between the 
Material Plane and the Spectral Plane, at basi- 
cally anytime. The only problem is that in order 
to get back to the Material World, you have to 
find special portals. Time stands. still in the 


é 
“oe ae 
r 


SI el 
Raziel is one \ " 


bad-to-the-bone wim 
7a 






anti-hero. He | 
definitely has 
what it takes to 
become one of the 
PlayStation’s more memorable 
characters. Kain 3, anyone? 


Nev 
TIBILITIES 


Raziel has several initial abilities to 


Here is a close-up of everyone’s favorite 
vampire, Raziel. Considering what he has been 
through, it is amazing how he manages to stay 

in such a cheery mood. Stop smiling, will ya? 





“You talkin’ to me? | said, are you 
talking to me?” Raziel likes to practice 
his Robert De Niro impersonation 
whenever he gets a chance. 





4 A classic vampire skill, tossing an 
opponent across a room is both cool 
and amusing. After a couple of tosses, 
who would want to mess with you? 


Soul Reaver’s environments are set 
up in a hub-like fashion, allowing you 
to access any area rather easily. It is 
possible that the areas will be connect- 
ed by tunnels like this one. 








ist keeps looki 


The game’s moody use of fog really 
adds to the gothic atmosphere of Soul 
Reaver. In most cases it is simply used 
for effect rather then necessity. 





After years of training under the 
fabled Michael Jackson, Raziel feels f 
that he has perfected the infamous \ 
“Moon Walk.” | guess that goes to 
show that even the dead can boogie. 
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ng better and better 







Spectral Plane, so the developers of the game should be able 
to design some pretty cool puzzles. For example, one area 
may contain a chasm that is normally far too large for Raziel 
to jump. However, if you push the nearby boulder over the 
edge and then transport to the Spectral Plane, the boulder will 
freeze in midair. You then can just hop on top of it and easily 
jump to the other side of the gap. 

For those of you who are extremely eager to play Soul 
Reaver, you might be happy to know that Crystal Dynamics is 
including a demo of Soul Reaver with its upcoming title, The 
Unholy War. Granted, the demo is quite short, but it should 
help to tide you over until the finished product gets released. 






















Of course, 
what would a 
bloodthirsty 
vampire adventure 
be without an army of 
undead soldiers for 
you to take on? 
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4 Even from room to room, the architecture & You can really get a good look at the 

of these levels varies so much. This is easily game’s beautiful specular highlighting effect 
one of the most impressive-looking games on the surface of this wall. The lighting in 
we've seen on the PlayStation. this game is as important as the textures. 


» “Hey, did you just hear 
something? Sounds 

like a vampire 

running around 

back there! 

You’d better 

go check it 

out, I’ve got 


to finish 
branding 
cee cattle.” 
——£_ & Here he is, folks. The winner of the 1998 


ge ee | “Best Dressed Vampire” award and an all- 
, around happenin’ guy—Raziel. 


« Raziel 
prepares to 
venture 
further into 

the Spectral 
World. It 
sort of 
looks like a 
Salvador 

Dali painting, 

doesn’t it? 


fy “pel 1 pon ; 7 Ni C5 One of the most breathtaking effects in Soul Reaver is when Raziel transports between 


the Material Plane and the Spe ctral Plane. When he does this, the current area that he 


C) 1 ry] oy N Ss 1 ON S is in physically changes into a different world. It is quite a sight to behold as you watch 
Hl & walls and pillars bend and. twist into en tirely different shapes. 


' 


























‘oe 


B R EG E€ BD BEasSs T & 


laleco Ltd. Jaleco and the Jaleco logo are registered trademarks of Jaleco Ltd. 
PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
trademark of the Interactive Digital Software Association. 





F oO R 


-: 8 ¢ fF &. £ 


USING MEMORY CARD DATA FROM ANY PLAYSTATION® GAME 








PlayStation 


OctogerR 15908 


WWWaP SNONLINE:COM 








(ot SRO I 
Just like in FFVII, you can only save 
your game in certain areas. You need 
to find an icon like this one if you want 
to save your progress. 


"Long ago people sould 
listen to this melody, 
just as we are doing noe... 


It seems that Dr. Uzuki is one of the 
more useful characters in the game. He 
reveals information about your past 
and provides equipment for you to use. 





During your exploration of the 
continent, you will come across 
numerous towns and houses. You can 
actually rotate the entire environment 
using your L1 and R1 buttons. 





4 Piloting a mech is but one of the cool 
features that separates Xenogears 
from the Final Fantasy series. 
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The combat system in Xenogears is another departure for our favorite RPG 
company. Instead of having to select only a single attack and then watching it, 
you can input varying attacks one after another and form custom combos. 


INNOVATIVE 
FIGHTING 
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A If you type in the right button 
combinations, you can perform some 
especially cool move combinations. 


4 If you attack, this meter will appear 
and allow you to choose the type of 
attack or spell you want. 


4 As soon as your “Time” meter is full, 
you have the ability either to attack or 
use an item. 




















style storyline. In place of the typical 
rendered FMV sequences, you will be 
presented with high-quality animated ia? 
scenes intermixed with computer < Li, 
generated elements. u 
Another aspect that will set | 
\ Xenogears apart is its interesting and 
amazingly innovative fighting system. 
A lot of people wished that the com- 
y bat system of FFVI/ was a little 
Me more interactive. Taking that 
into consideration, Square has 
made the combat in Xenogears 
quite a bit more hands-on. When 
facing an opponent, a special 
menu system pops up that 
allows you to customize 
your attacks. Depending on 
the button sequence that 
you type in, you will get a different combination of 
attacks. It’s really pretty cool. 
It all sounds great, but we just hope that the 
Xenogears storyline, which is one of the most 
important aspects of an RPG, is just as good. 


he partnership between Squaresoft and 
Electronic Arts has benefited U.S. 
gamers in many ways. The turnaround time for 
translating Japanese titles into English is much 
shorter, so you can expect some titles to : 
hit U.S. shores as soon as six months qa. 
after their initial release. You can also | 
expect a larger selection of Square 
titles to come our way, including the 
upcoming futuristic RPG, Xenogears. 
The Xenogears story tells of two 
countries that have been at war | 
with each other for hundreds of WAS 
years. Using artifacts excavated from 
ruins, the two countries are racing to 
form armies of giant mechs, or 
“Gears.” Piloted by men, these giant 
humanoid fighting machines will be 
the deciding factor in the final battle. 
Much like Parasite Eve, Xenogears is a depar- 
ture from the typical Final Fantasy type of RPG that 
Square is known for. However, while Parasite Eve 
took more of a Hollywood cinematic approach, 
Xenogears |s driven more by the traditional anime- 






Little information has 
been revealed about 
Elly, but it looks like she 
will be a major charac- 
ter in your party. 


Fei is Square's latest 
reluctant hero. He 
doesn't remember his 
past, but he fights to 
save his friends and 
his country. 


eoce 


j bt 
eo aa 


There Is simply nothing cooler than 
being able to control your own mech. 
Better than that, Xenogears lets you 
fight against other mechs. Battles 
just don't get much better than this. 





Considering how many mechs 
are on-screen at one time, it is 
amazing how detailed they are. 
Square really knows how to push 
the PlayStation to the max. 


Citan is one of Fei's 
closest friends and is the 
first character to help you 

out on your quest. He will 
appear from time to time. 


4 As your mechs gain experience, you 
can pull off graphically impressive 
attacks like this energy wave blast. 





















Publisher Psygnosis Release Date November 
Developer Psygnosis Liverpool Type Space Combat 
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~. Quick, get the smelling 
~ salts—Noah just fainted! 






| ince the preview of a very early version of the game the onslaught of revenge. We 
’ back In issue 10 (June 1998), we've been playinga — have learned that a mysterious 
brand-new version of Colony Wars: Vengeance that has more alien race will enter the scene, 
than 30 missions. Let us tell you that this is already looking like but little is known of the role 
the greatest game ever made in the space shooter genre, and = they will play. Overall, the 
it easily ranks up there with the videogame greats of history.  sequel’s darker, moodier storyline has real emotion and depth. 


Put another way, if you thought the first Colony Wars was just Vengeance is reported to be 30% faster than the original. 
about the coolest thing you ever played, then Vengeance will The game will boast improved graphics as 
completely obliterate (not just blow) your mind. well, including larger fleet craft with 


















In our last preview you learned of the continuing story f Ss 
line, which starts a hundred years after the last game 
ended. The warp hole to Earth’s system was sealed by 
the League of Free worlds (previous Earth This time around there will be 
colonies), and Mertins, the Wel 3 '@i@_ less missions, but they will be 
man who did the job, is ok 3 7 fp” more involved and take much 
became. stuck in Earth's o Bc: Y ‘\onger to complete. All these attrib- 
war-torn solar system. utes were only promises back in June, 
since then Mertins has but after playing the heck out of the cur- 
developed a lot of resentment rent demo we have to say that 
towards his former brothers in “ The ship designs = Psvgnosis has surpassed every- 


have changed picking ate 
arms, and he has rebuilt the dramatically since the — thing it said it would. And the 
Earth's Navy. The first mission will 


first game. This is the first fen’ | 
fighter you'll get to pilot. Soe _ t even done yet! 
be to re-open the warp hole and start The first Colony Wars was 
amazing, but somehow 
Psygnosis is managing to 
make such a marked 
improvement in every area 
that it puts the revolution- 
ary Original to shame. This 
game is looking that good. 


moving parts and more dynamic 
and dramatic space environments. 
The Al has also been improved. 


fe eee 


« Explosions are totally epic with debris 
that remains in the battlefield throughout 
the rest of the melee. The sound will also 
impress—perhaps the ultimate reason to 

finally purchase a subwoofer! 





This is probably the closest you will eve ; 
get to piloting a fighter craft in space com- | - 

bat. Combat in Vengeance is a truly thrilling |. 
experience that comes right out of the © 
movies. The following sequence is just - 

one of the many exciting maneuvers that — 
you can pull off. . 


ia a Give it all you've got while you have 
eurheading __ the opportunity. You’d better make your 
to be lined up when your guns are ready. attack run on this guy count! 


orbiting the planet. Adjust 


aspired to but never quite reached. 


Octo 


& 2 - Fleet craft are much larger than in the previous : 
7 1 | A Colony Wars. They also have soft spots that you ~~ 
| / A can attack to cripple a ship, something the original 


= 


Le FRI E 





A The twisting and turning sto 
told through a combination of 


talk between pilots and comm 
















A One of the first new additions 
knack of is the turbo boost. This 
liant function completely changes how you 
approach a dog fight or standard flight, as 
things move a whole lot faster in Vendetta. 


leviathans. 
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- is again 
ramatic 

FMV, pre-mission briefings, and in-game 


and craft. 


< These 
things are 
huge! It can 


take as 
long as 30 
seconds at 
top speed 
to fly the 
length of 
one of 
these 

space-born 


to get the 
one bril- 


a After your pass, be sure to look 


behind you so you can watch for 
dodge return fire. 





and 
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Strap yourself in for the fastest, most stomach-churning racing 
game ever! CIRCUIT BREAKERS is like no other racing game o ON, 





NTERTRINMENT , mouth, jaw-dropping dips _ drops - all in ean 30. Each track - its own ov of 
lethal power-ups — so if you cant overtake ‘em, blast ‘em off the track. Plus, for a real ‘drive by the 


seat of your pants experience, an ingenious dynamic camera zooms in and 





pa 

<—S out of the action, keeping all jostling competitors in full view. Best of all, c 

ayStation | @& : he : ra) 
ya j CIRCUIT BREAKERS is astonishingly easy to play — select your options = | 
by literally driving straight through ‘em in a unique 3D arena! ve 
www.mindscapegames.com 7 
ree aan. fe ee eens Sees 5 cae To order: Visit your retailer or call f & 

Slip teed pene ber nor ep anes eo |-BO0-234-3088 with Visa/ME 


(North America only). 


PlayStation game console. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. All other trademarks and ¥ Supersonic 


registered trademarks are the properly of their respective holders. 
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THE BEST BOWLING GAME EVER 


MORE CRAZY ANTICS 


AND ACTION, PLUS THE SAME 
BREAKTHROUGH PIN PHYSICS. 
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Sure, you can take all those brand-new 
sports cars onto the road, but the coolest 

Cars come under the “beast” category. 

The classic cars from the last game are 
here, but it's new additions like the ‘69 Dodge 
Charger and hot rod versions of the ‘69 Camaro and 
‘68 Mustang that make 7D5 a must-play title. A couple fan- 
tasy hot rods are also thrown in for good measure. If you're 
a fan of classic muscle cars, then this is your game! 


=| a sad 
he sequel to last year's smash hit Test Drive 4 is get- 


ting closer to release, and each time we see the game 


new surprises astound us. It appears that the Pitbull Syndicate 
is out to create an over-the-top sequel that will surpass the orig- 
inal in every way. 

For those not familiar with the Jest Drive series, 
here's the basic lowdown: 7D7 first appeared on 
the Amiga in ‘87. It featured 
racing in real-world environ- 
ments with accurately mod- 
eled cars. The tradition con- 
tinues in 7D5 with point-to- 
point tracks, traffic, police, 
actual locations, and accurate car models. 7D5 also 
continues a theme started in [D4 the “beauty vs. 
beast” basis of car selection. The game has an equal mix of 
high-performance sports cars from today and muscle cars from 
the late ‘60s and early ‘70s. 

TD5's improvements and additions are visible in just about 
every part of the game. Graphically, 7D5 is on fire with the 





> It may not have 
the General Lee’s 
paint job, but the 
Dodge Charger can 
not be mistaken 
for anything else. 


A One cool new effect is how water drops 
appear on the screen when it rains. 


& Most of the tracks from TD4 are here and 


beat 


er Pitbull Syndicate 










A This Mustang hot rod has several amazing 
paint jobs...this isn’t necessarily one of them. 






Accolade Jate September 


pe Racing 
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watching the 
of us. 


(left to right) The Dodge Charger will be deeply appreciated by those of us who grew u 
Dukes of Hazard, while the Camaro hot rod should excite the grease monkey in all 
Equally impressive are the funny cars, such as the Caterham Super 7. 





entire thing running in a higher 
resolution than the standard in 
most PlayStation games. Also, 
highly detailed environments and 

more dramatic lighting ef- 
fects add that touch of 
realism the graphics 
needed. Where Pitbull is really going over the top 
is in the amount of new tracks and cars. All the 






A 
' 
' 
; 


4 One of the many new features is the 
cop mode, which lets you play as the 
police and pull over computer oppo- 
nents. The car’s lights look spectacular 
as they light up the environment. 
night-time counterparts) are now included, and 


they look better than ever due to the improved 
f  streaming-video graphics engine. The improve- 
” ment in the tracks ts truly visible. So far, TD5 has 29 
courses (including the old tracks), some of them being 
circuit courses where the two-player races take place. This is a 
vast Improvement over the slim pickings of courses in [D4. 
The collection of cars still stands at 28, but the remaining 
vehicles have now been revealed and are some of the coolest 
cars ever seen in a videogame. The coolest of them all is per- 
haps the ‘69 Dodge Charger, made 
famous by the Dukes of Hazard! This is 
looking to be the next major racer on the 
PlayStation—the question is when Pitbull 
will stop adding new stuff? Hopefully not 
until the disk is completely full. 


& Some tracks, like this Caribbean 
course, are completely made of sur- 
faces other than pavement. Others will 
have portions or branches composed of 
dirt or gravel. Surface conditions will 
play a role in how the cars perform. 


A two-player game was only possible usin 
working the graphics engine, two-player 
in TD5. However, the technology only 
circuit tracks. The seven tracks include s 
Jordan, Maui, and the Caribbean. / 
blocks and toys in a 






/ course is even created from 
child's bec 


A The real battles will happen in the 


look markedly better than the last game. 
Now you can race new cars like the ‘98 
Jaguar XKR on your favorite old courses. 


& Many of the tracks have branches. Some 
will be short while others will be a longer 
route, but for the most part either branch 
will be the same length. 


A The Jordan track is entirely covered 
with dirt...it is Jordan after all. 





split-screen two-player mode. The Alps 
track features lots of tunnels, as well 
as some median road barriers. 
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Travel through time in an all-new Nukem frag-fest exclusively for the PlayStation® game console. - a 


In this revolutionary third-person shooter Duke annihilates ancient Rome, conquers the Dark Ages, tames the Wild West 
and lights up L.A., proving once more that the only good alien is a dead one! With a colossal arsenal of high-tech, 
all-neW weapons and more Nukem attitude and humor than ever before, TIME TO KILL gives you more of what you crave. 
More hard-core action! More exploration! More shooter mayhem! More of the King of Carnage’! 
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WWW.duke-nikem,com 
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Available in September at your local retailer. 
Order direct at store.gtinteractive.com or call 1-800-610-GTIS. 
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licensed by 






developed by 
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www.3dreaims.com : S= , 


Software 


GT Interactive 


www.gtgames.com 


2 Duke meee * Tipte ep;Kill © ©1996, 1997, 1998 3D Realms Entertainment. All rights reserved. Developed by n-Space, Inc. under sublicense from GT Interactive Software Corp. under 
i ris 1 er lemark of GT interactive Software 





S Entertainment. Published and distributed by GT Interactive Software Corp. GT is a trademark and the GT logo is a registered tra 
stered trademarks of Sony Computer Entertainment inc. All other trademarks are the prope 
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Every time Tai completes a land, he 
will learn the style of its natives from 
the resident master. Each style will 
give Tai more combos and moves to 


beat up his foes with _ by ai Fu is one of those rare games that actually creates an 


GL entirely original world, like none you've ever seen. For 
Starters, the hero of the game is a kung fu tiger named Tai. In this 
alternate world, ancient China has been taken over by an evil 
dragon and its minions, and Tai is the one fighter that is 
: destined to rid the land of evil. He must quest through 
ss several different levels, fighting off enemies and 
& solving puzzles, to prepare for his ultimate goal of 
vanquishing the dragon. 

The first thing you'll notice about Tai Fu is its 
unique atmosphere. Instead of the typical grim and 
gritty feel that populates many of today's games, the 

.7 team behind Jai Fu has designed a bright and acces- 
vt sible world. The graphics all sport a native Asian flavor, 
eS "as do all of the sound effects and music. The characters 
if fey Pye are all well animated with no sign of slowdown—even in a 
5 Tel ls tie ciel leoldin’ Higa Anaiy, thls ae slugfest between four characters. The storyline also shows 
ain’t no cute and cuddly kids’ pcre a painstaking attention to detail and characterization. 
game, this is a platformer with claws! Tai has a variety of martial arts moves at his disposal. The gameplay focuses on 
Tai's ability to battle evil hordes and reach several masters who will teach him new 
| martial arts styles. The creatures in the land fight with their native form of Thai kung 
( avasemmmw 2. fu, thus, the monkeys all use monkey style kung fu and so on. As Tai progresses he 
| will learn his enemies’ moves, which will allow him to fight them much better. The 
moves can also assist with some of the platform-based gameplay. For example, the 
Crane Hover move will enable Tai to jump across larger gaps that he may not have 
been able to cross before. 
Tai Fuis still early; but itatfeady shows the potential to offer something different in 
a crowded Holiday markétplace. 





a 





A The leopard dash is the main move 
of the Leopard style of kung fu. This 
move is useful for a nice, quick long- 
distance combo starter. 
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4 Death From above! Tai leaps from the y : 
roof with his claws outstretched, ready tel Fee Liz | ie ~—al ng fe - co 
to kick some serious butt! VC Zt THE £ LEME NTS 
on % As Tai journeys through the different 
» The much-feared _ mh ere = lands he will lear io) 
Cobra Clan has gg: ae : - a, Be y into severa 
several different = 
warriors, such \¥ 
. as this spear- ) 
4 The crane hover is the signature twirling snake. be 
move of Crane style. This allows Tai to Trust us, these _ 
jymp up high in the air and attack his guys are very S 4 : 
opponents from above. bad news. = . 3 | Reo seen zal eemnana despepunines- SA 
» Praying 
Mantis style, — 
anyone? i a 
That has — Fe } ; 
got to be the , ¥ 
all-time coolest \ Om 
name for a ams a Se 


martial arts a 6 | 
style! <i y 








2 4 Tai must often face several opponents 
r Se ee a = : a at one time. Just like in a kung 
- @ The different environments offer a lot of variety. You might go from deep in the jungle to movie, he has moves that will hit both 
_ climbing the steps of a giant temple, all in the same level. Variety is the spice of life! in front and behind him. 
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It's a grim world where your razor sharp claws slaughter the weak. Where your voodoo spells incinerate your enemies. 
Where your mind masters devious puzzles. Welcome to Akuji the Heartless". 
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he NASCAR Championship, the 
most popular car racing circuit in 
America, is celebrating its 50th anniversary. 
To commemorate, a new addition has been 
made to EA’s NASCAR ‘99: the ability to 
race as past legends such as “The King” 
Richard Petty. This is on top of the 31 cur- 
rent NASCAR drivers and their real cars, 
which is standard for the series. 
Everything that made NASCAR ‘98 a 
great game is back for ‘99, including official 








Electronic Arts 


r Storm Front Studios pe Racing 


pit stops. One innovative new feature is the 
ability for drivers to communicate with their 
crew chiefs during a race. Other small 
touches are being added to update the 
look, such as new light reflections that shift 
during the course of the race and wall 
markings during collisions. The physics 
engine will even be more realistic 
NASCAR fans have much to celebrate 
this year. Let's just hope that the video- 
game equivalent will have enough quality 
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& New to the series is color 
commentary. NASCAR ’99 has 
constant commentary, including 
driver facts from Benny Parsons 
and broadcast legend Bob 
Jenkins. Each year this game 
gets closer to the real thing. 


NASCAR tracks, lots of options, and even — new additions to keep the party going. 


You get the real drivers with 
their real cars—this also means 
that all the official car sponsor- 
ships like Tide have their logos 
pasted all over the vehicles. 













ublisher 3D0 Release 
‘or Cyclone 


Date November 
Type tome Strategy 


nation of strategy and < 


he premise behind Uprising X is simple: you control 
a specialized tank (called a “Wraith”) on a series of 
missions to strange alien worlds, where you must destroy 
the evil Imperium. 
What distinguishes this title 
from other strategy games is 
the ability to call in support 
units to aid you in your fight. 
This adds some action to 
the mix as you can call-in 
ground or air forces at any 
time to help you out of tight 
spots. If you are so lucky to 
find a “capture zone” you can 
even airlift in your own gun 
towers, which have more advanced 
firepower. You can jump into the gun 
towers when you need that extra 
strength to take out your enemies. It's 
the interaction between the different 
units that adds the depth to his game, 
and you will have to be smart with your unit summoning as 
well as quick on the controller to succeed. 
Even without all of the gameplay features implemented, 





& The insane amount of vehicles on the 
screen at one time make you feel like 
you’re part of intense battle. 


ae 


& The fogging is very 
atmospheric, and 
nothing is more chill- 
ing than seeing an 
army materialize 
right in front of you. 





4 You can call in air support to take care of 
troublesome enemy fighters at any time. 








Uprising X already plays fast and chaotic. Literally dozens of 
units can be on the screen at one time, and the battles that 
take place are epic. Highlights at this point include calling in 
fighters for air-to-air battles and, of course, controlling the 
high-powered gun towers to take out all opposition. 
Unfortunately, not all of the support forces _ 
have been implemented in our early version ~ 
of the game—but soon we will also FP cs 
see infantry, bombers, gunships, and 
even Satellite weaponry thrown 
into the mix. Mission objectives 
vary nicely and are all given to you 
through vocal briefings in-mission. 
The music changes with the 
action and ranges from eerie mood 
music to high-paced industrial 
techno. Throw in a beautiful graphics 
engine and several two-player modes, 
and Uprising X looks like it has all of its 
bases covered. We are really looking 
forward to seeing more. 









» As the Army commander you not 
only control your tank, but also the 
placement of men on the battlefield. 
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me i December 1997, Is finally coming to 
the U.S. It isn't exactly Armored Core 2, but this 
Japanese title does expand on the Armored 
Core universe. For those unfamiliar with the orig- 
inal Armored Core, it was released by Sony back 
in October 1997. The game consists of designing 
your own Mech (giant robot) and taking it into com- 
bat. As you complete missions, you earn money to buy 
new and better parts. Much of the game surrounds 
designing the appropriate mecha for the situation. All 
the AC parts and enemy craft were created by Shoji 
Kawamori, who is responsible for the legendary 
Veritech and other Robotech (Macross) designs. The 
action is from a completely third-person view with jump jets and 
cool weapons, plus two-player split-screen and link modes. 
Everything that made Armored Core a unique thrill is in 
Phantasma, but a few key additions make Phantasma the bet- 
ter game. The sequel assumes that you're already a hardened 
AC pilot. The 17 new missions, or “jobs,” get far more difficult 
a lot sooner into the game than in the first AC. This is counter- 
measured with a more balanced payment system—using a lot 


4 Jump jets are perhaps more of a 
necessity for survival than a high- 
powered weapon. Using them is the 
only way to get anywhere fast. 


Along with the al-new 
missions, you als@-a 
plenty of 

parts to. 


ones from the © 
game are included, but 
almost every category 
has some new addi- 
tions—many of which 
are hidden. Phantasma 
has new emblems to 
try out as well, al 
though you can still 
make your own if you 
prefer. Sound cus- 
tomizable enough? 


& You'll see this rot- 
ten troublemaker 
on more than one 
occasion, and he’s a 
super-tough foe. 


Explosions are plentiful as well as disorient- 
ing, especially in a heated fire-fight. 


4 This bad boy was created with many of the new AC 
parts. For those who loved the original game, you couldn’t 
ask for anything more than new toys to play with. You can 
even take the mecha you have already created from the 
first game and use them in Phantasma! 





e October 
> Action/Shooter 


Ascii 
From Software 


of ammo in a mission won't cost you your complete 
reward. Each category (torso, arms, guns, and so 
on) has 21 new parts, and these parts are some of 
the best in the game. An entirely new mode was 
added as well. Now you can take your designs 
and compete in a gladiator type of event against a 
Single computer opponent for cash. Then you can . 
watch the entire battle again with the replay mode! pf 
This addition alone should make fans salivate. You can ) 
actually create your own mech battles (in two-player 
mode, also) and watch them over and over again. 
The allnew arenas and designs, along with a 
thumping drum and bass soundtrack, are all treats for 
the hard-core. One problem could have been 
improved, though. The seams between the polygons that 
make up the environments have a ton of gaps, and many 
environments have an almost sloppy look to them. 
Hopefully Ascii will not just translate the Japanese game but 
clean up its look as well. At the very least, vibra- 
tion should be added for the Dual Shock. Despite 
its flaws, Project Phantasma is still one title to be 
excited about if you like Armored Core. 





A Many of the levels will have you nav- 
igating mazes of corridors—although a 
few levels are located in the outdoors. 















You just can’t 
beat giant, bad- 
ass robots. 
They'll always be 
a serious draw! 





The biggest new addition is the inclusion of a versus mode, where 
mech against a computer counterpart. You choose from 13 arenas and fight 
it out until only one mech is left standing. You can then watch the whole 
battle again from different perspectives to take in all the action. Too bad you 
can't save the replay to show off later, though. 
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4 When you start a match in the 
Versus mode, you will get a bio on the 
opponent you’re about to face. Then 
you choose the arena you'll fight in. 


« Here you must battle it out head to 
head until one mech is destroyed. This 
is a pleasant distraction from the 
normally difficult in-game missions. 





4 The drop-camera replay view gives 
you a chance to check out your mech 
in action from all the different angles. 
It’s like watching anime! 


4 You can view the replay from your 
perspective, from your opponent's per- 
spective, or from the drop camera. 
Here’s a drop camera shot. 
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Check out www.unholywar.com for product info and free stuff 
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) pocalypse started off with a high concept but had trouble in its imple- 
Mite’ Mentation for quite a while. It's an interesting idea to feature a movie star 
ike Bruce Willis in a game, but the first several versions of Apocalypse that we 
saw last year were less than spectacular, 

In came Neversoft, a small development house that had just finished its stint 
doing the conversion of MDK for the PlayStation. Neversoft immediately 
revamped the game so that you play as Bruce Willis (earlier versions had him as 
your wisecracking sidekick) and made it more of an intense platform-action game. 
The plot, which involves our hero (Bruce) saving the world from the four horsemen 
of the Apocalypse, remains the same. However, almost everything else has been 
re-thought and re-worked to make Apocalypse much better than before. 

The best feature, by far, is that the game uses the dual analog sticks of the Dual , os Ras Po la ee , 
Shock controller so that you can run.and fire in independent directions. This allows a The action is 5 Sask in Ascaa se, and it’s a seesd shitaig ou can hiet in n all ‘dvecione's since 
the action to come at you from all sides and creates some enemies will run past you and attack from behind. You’ll have to stay alert constantly! 
intense firefights. You can choose from a large variety 

of weapons, ranging from 
tee ee rant #© lasers to homing missiles, to 
you can exter- —_ help you out along the way. 
cease The baddies also have quite 
across the way. a _ bit of variety, and besides 
oe ~~. the goons you will see on 
every level, we have also spotted helicopters, 
insane asylum inmates (fun with a flamethrower), 


and killer zombies. We've even gotten a preliminary 



















look at the first boss, “Death,” whoresurrectshisminions .,. eee ac — 
. se may have a dark sotiing, but ene is = pane with eye- 
every time you kill them. Overall, Apocalypse appears to be Shaping up to be a fun, it oh has ots of platforming action such as af ing special effects that help to keep the 
fast-paced action game, and we look forward to seeing more as it comes along. these upcoming jumps. game visually exciting around every turn. 








ise Date November 
Type Action 


A lighter look =e videogame action warfare 


ho could forget — torch some enemies, they melt. If you shoot a 

k the huge bags rocket at a tank, it will flip over and show itself to 

of plastic army men that —_be hollow. Even when you hit an enemy soldier, 

4 The classic plastic as a kid you could buy =a chip of plastic flies off instead of the typical 

figures show alotmore at the store for 99 “more gore is better” approach—a welcome 
life in Army Men 3-D. sien 

cents? They were per- —_ relief in a world of carnage-crazy games. 

haps the greatest toy During the fight, squad mates will assist you 

value imaginable, and many people surely have —_ with different weapons, and you can even hop 

» fond memories of the battles between the __ into a variety of different vehicles like jeeps and 














green and the tan soldiers. 3D0 has capi- tanks. One of the coolest things we noticed You will come across locations 


talized on this memory and taken the con- —_ when playing Army Men is that the soldiers all oct, Rega mth mc 


cept to the virtual battlefield. strike their “classic” army men poses when tak- 
In Army Men 3-D, you _ ing action. For example,when you fire the rifle 
control the green soldiers as your soldier looks just like its real-life plastic 
they try to conquer the tans. counterpart. Cool! 
The entire game is set up to Only two of the several planned missions 
be as “realistic” as possible, | were available in the preview disc we played, but 
except for the fact that every- they showed an immense environment filled 
thing you fight is made of with a variety of different gameplay ideas. 
plastic. This means if you Everything from stealthy raids to full-scale tank 
grab a flamethrower and _ battles arounda fortress was offered, all with the J 
same slightly twisted plastic outlook. It's nice to 4 Unlike in real war, ae ge i litter 


4 Rockets can shatter your ; ' the field of battle. Luc ily, since you’re 
enemies and their weapons. see that 3DO is working past its gimmick to made of plastic, realism isn’t the most 


Take that, Tan Army! make Army Men 3-D a potentially great game. important factor here. 
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Publisher 989 Studios 
Developer Idol Minds Digital Entertainment 


Release Date October 
Type Snowboarding 
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« The course structure in CB3 takes a cue 
from the real world. Each mountain has 


- courses for each category of the game, 
from halfpipes to downhill. 





Cool snow effects have now been imple- 
mented in the game. Clumps of powder fly 
in your wake, most dramatically when 
you land from a high jump. 

















~ bos—now a large part of the overall 















ries just may be the one to watch, as it’s © 

a whole new game from the ground up. 

Right off the bat, fans of the series will notice 
that the control scheme is totally different. A help- 
ful jump meter has been introduced that rises as 
you hold down the jump button. It's actually sim- 
ilar to the last jump button, only now you can 
hold it too long. L1 and R1 are now punch 
buttons that you can use to pummel 
opponents as you race downhill. The L2 
button that flips you between frontside 
and backside (a new addition to Cool 
Boarders 2) is still in place, and the cir- 
cle button is still used for tight turns or 
carving. New to the title is the trick but- 

ton (square). You hit this button in com- 
bination with a directional press or 
another button to perform aerial stunts. 
This system makes tricks much easier 


be available...we'll see. The new hop and rail 
riding buttons should prove to be fun addi- 
tions. Cool Boarders 3 offers as many 
opportunities to shred railings and pipes as 
it does to get air, although rail sliding is a 
very difficult maneuver in the version we've 
been playing. 
The physics and graphics have 
been completely re-done, which is 
easy to understand since the game 
is being made by a new developer 
(Uep Systems created the first 
two). From all appearances, Idol 
Minds is doing a good job. Fans of 
Cool Boarders have no need to 
worry, but you should be ready for 
something a bit different. 


ae 


DUHATIS YourR TASTE? 


This game has a character for everybody, each with their own 
slope styles. After picking a character, you can choose from a 
large variety of licensed snowboards from the likes of Burton 
and Ride. You can even choose your character's stance, some- 
thing that was clearly missing from the previous two games. 


v You can finally choose to 

play normal or goofy-footed. 
This option should have been 
available since the first game. 


Choose Board 


¢ Gum » 



















S BS 
“2 jy * SHOPPER 
A Eg 
gS PUNCH 









|, GANYON 
6 NORMAL 






+. You can choose from 
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now, the environments featured in Coo! Boarders 3 could have only been , 
redded. Then again, a hill is only as good as the person who is workin, 


en in the dreams of the hard-core snowboarder. These courses just scre 
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freestyle boards (good for 
tricks), alpine boards GOOFY FOOT 
(pure speed) or the 
un-specialized 
freeride boards. 
Each category 
has several 
real-world 
designs to < CB3 has quite 
select from, a cast to choose 
and each from, with char- 
board has its acters from both 
own stats. sexes and many 
backgrounds. sp 
They all have = 


hip fashion in 
common, however. 















Of course, what would a Cool Boarders 
game be without plenty of opportunities to 
catch major air? Fans can expect more 


high-flying action than ever before. 





oves Into com- 
gameplay. The 
question that remains is whether enough tricks will 


latest hip fashions. 


ocTtogerR 199098 





WWWePSMONLINE.«cCOMm 





f 








The split-screen two-player mode has. 
new look that shows less of the boarders 


and the surrounding 
environment. 
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space and land-based missions © 19 acts, 6 endings © Spectacular dog fights 
Sustomizable and upgradable ships ¢ 5 stunning and expansive solar systems 
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New Ways 
TO PLAY 
Each world has a level where 
Gir-slamrolanalyesiiciicire(sianceyiny, 0101 
some different activities. The 
three new activities including fac- 
ing a motorcycle, riding a jet ski 
through an open course with lots 
of jumps, and flying a biplane 
against baddies. Each of these 
themes will appear twice through- 
out the game and are quite fun 


considering they are basically 
mini-games in themselves. 


a el 


Wie: _ 


~~ The best bandicoot action yet 








| he third installment to the Crash series is almost upon 
us, and it's looking to go way beyond the first two 
games. If that crazy Crash hasn't captured your interest yet, this 
game should finally convert you. Crash Bandicoot 3: Warped is 
coming soon, and it’s bringing some of the best gameplay and 
level design the series has seen. 

We've played most of the levels, and while they will be 
familiar to Crash fans, each offers a tremendous amount of 
innovation. The wide variety of gameplay makes for an incredi- 
bly rich experience. It won't take long to notice the amount of 
times the gameplay changes within the levels. In addition to the 
standard behind-the-bandicoot view, just about every level 
encompasses chase sequences, side-scrolling platform action, 
and riding some sort of funny creature. Some levels are com- 
pletely new for the series, such as flying a biplane against 
blimps or bombers, piloting a jet ski, and riding a motorcycle. 
These mini-games have great physics and are quite fun in their 
own right. You'll even get to play as Coco, Crash’s sister. Again, 
the defining word for this game will be variety, with quality com- 
ing in a close second. 

Crash 3 should retain its appeal to gamers of wide-ranging 
skills. Like the previous two titles, it won't be terribly taxing to 
finish each of the levels, so novices and 
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In his latest adventure, Crash will have to take on several new bosses 
as weil as a few returning favorites, such as Tiny. 


4 Tiny has learned some new skills since 
his defeat in Crash 2. Now he attacks 
you with a trident. 


De Naughty Dog 





4 Racing motorcycles is one of Crash’s 
favorite hobbies. He’s got the ride and the 
clothes to attract the ladies. 


young gamers 


ise uate November OcTOSER 1958 


‘ 3-D Platform/Action 
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4 Donning his flight gear, Crash shows 
the Red Baron a thing or two about 
aerial combat. 


A Coco catches some serious waves with 
her ultra-cool jet ski. The only problem is 
that pirates are after her. 









shouldn't be 
discouraged. More 
experienced players will have their 
hands full trying to finish the game. 
The secrets are back, which will 
make achieving a 100-percent com- 
plete game a most difficult task. 

The team at Naughty Dog is real- 
ly striving for a polished sequel, and 
from what we've seen so far, they're right on track. Take the 
death animations, for example. Each way Crash perishes has its 
Own unique and humorous animation, so many so that it will 
take quite some time to see them all. Naughty Dog is also 
working to implement the Sony Dual Shock controller's vibra- 
tion feature in original and creative ways. Among its several 
uses, vibration will augment a dinosaur’s stomping feet and the 
engine in Crash’s motorbike. Crash Bandicoot 3: Warped looks 
like it has a lot to be excited about, 
whether or not you 
are a fan of series. 
Make sure you 
check out the review 
next issue! 
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4 While not used that often, the clinging 


feature that Crash learned in the last 
game has been retained for Crash 3, 



















+. The developers have decided to keep 
branching levels in Crash 3, so in 
several instances you will have to 
decide which way to go for yourself. 


hi a 
fie 





' 4 One of Crash’s newest attacks, this 
it a apple bazooka can destroy enemies 

rs from a distance. You won’t get it until 
% later in the game, though. 


& If the trident doesn’t work, then 
Tiny sends out hordes of lions that 
you will have to avoid. 


4 Yes, that glint in Crash’s eye is a certain 
sign of one deranged bandicoot. 
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that comes packed with the 

Japanese version of Brave 
Fencer Musashiden! So 
without further delay, 
here's the entire demo, 

from beginning to end... 





INE»lOM 








The FFVIII logo fades in over the The view shifts to sea- -level, | Next, the camera zooms in on ‘Squall looks down at a map of The ships are now close enough 


moon’s reflection on the ocean. where we see the ships close up _ one of the ships, giving us our the island that the ships are to see the battle that’s already 
Then, the reflection ripples as sev- _as they charge forward, tea _ first look at the game’s main hero, approaching—those marking raging on the beach. You can 


eral ships cut across the screen. a spray of mist 


s 
behind them. _ Squall Leonhart. Looks real, huh? — must be some kind of battle plan. _ hear explosions in the distance. 








The scene then cuts to a close- 
up look at the battle, showing 
soldiers that move incredibly 
realistically storming the beach. 


Now it’s time to meet your 
party. Seipher (in the white coat) 
is your leader, the girl’s name is 
Rinoa, and the other guy is Zell. 













Fir St Berrie! 









F 4 Your starting objective is to The characters don’t see any .--But just as he does, you are 
aa ah Ge » 4) reach the town’s central area. As enemies right away, and Zell attacked! Notice the new on- 
See = . you run forward, notice how the a if he works for the screen transition into the battle 

characters follow you around. . Seipher warns Zell... sequence—it fades to the right. 








: . Ow! The enemy soldiers pack You can tell how much 

oh beca : pmu in quite a punch, but luckily you the graphics are just 
Your battle commands are: Fight, Magic, Draw, Item, and G.F.— start with healing magic and at the combat screen. 
although i in the demo, only Rinoa has the G.F. (Guardian Force) option. _ items to offset the damage. tion of texture mope really 
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INFILTRATING 
THe TOWN 
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Here’s the central area that —.-: Seipher asks you to look for After securing the area, the team he 
Seipher has been leading the = — enemies and secure the area, and conversation, a howls to 
team to. The characters exchange you find a soldier standing in the and the team kly hides as. 
a lot of dialogue here. | street to the upper-right. he starts challenging Squall, an 


ad 





Seikeans 





The tension continues to esca- Next, the team leaves the cen- . _& More battles ensue onthe  __ You find a wounded soldier, You meet another wounded 
late between Seipher and Squall, tral area and runs acrossalong _ bridge. Check out the familiar §=who warns you of the tower that _— soldier who warns you that the 





until Zell breaks the two up and bridge. The view is typical of the “victory poses” after winning the _ is ahead. He used fo play there enemy has taken the tower. After 
reminds them of their mission. beautiful world of FFVIII. battle! The music is the same, too. as a child, when it was closed. another battle, you forge ahead. 















pt 
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In the demo, only Rinoa can When you activate the G.F., it After opening a portal to who- 
cast Guardian Force (G.F.) lar must charge up for awhile before knows-where, the Leviathan 
These spells work much like the it will activate. Since Leviathan is oozes out, looking a lot like a 


Summoning Materia did in FFVII. a high-level G.F., it takes a while. certain T-1000 from Terminator 2. 





The Leviathan takes shape, giving us a great example of how tex- Next, the Leviathan rises up As water rushes down the All of the bad guys have spe- 
ture maps really make the graphics so much better. Unfortunately, just _into the air, calling up a rocky mountain, you get crazy Dual cial death animations this time. 
like in FFVII, you can’t skip past the G.F. sequences, which do fake a mountain underneath it. The Dual Shock action—we set the con- Here the enemy soldiers are 
long time to play out. Hopeful 


ly, this will be changed. Shock really goes wild here! troller on a table and if shook off! swept away by the giant wave. 
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©1998 Twentieth Century Fox Film Corporation. All Rights Reserved. 
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ATTACK! 
As you make your 
way up the moun- 
tain, you will start 
encountering mon- 


sters. Hey, what's 
going on here? 


PREVIEWS 





During your first encounter with 
a monster, Zell says something to 
the effect of “Aw, don’t tell me, 
we've gotta fight monsters, too?” 


This giant snake has many 
different attacks; here is his 
standard lunge strike. It will also 
wrap around and crush you. 


One of the few other monsters 
shown in the demo is this weird 
thing. We don’t really 
know what it is, but... 











-It packs an awful mean 
punch! It throws a circular blade 
from its head, which causes a 
spectacular explosion on impact. 





Here’s a look at another cool 
spell. The magic that Rinoa is 
casting here is called Blizzard, 
and as you might guess... 





As soon as you enter the tower 


you find an elevator, which you 
and the rest of the group take to 
reach the top of the tower. 


gets whacked 
with a hefty chunk of ice. An 
alternate version of this spell uses 
a giant ice spike. 


The team hides while they 
watch the guards leave from the 
_ Seipher mocks Squall some more. 














As the tower begins to quake, 


the camera zooms in on a bag of 
tools, and a small wrench that 
shakes along the deck until... 


‘re being lifted up to 
scene cuts away to show 
two enemy soldiers, Wade and 

Biggs (a tip of the hat to Fi 


When you finally reach the top 
of the tower, the game goes into 
a full-motion video sequence, but 
you can still move Squall around. 











Eager for battle, Seipher runs 
ahead, and the rest of the team 
has to catch up. They race around 
to the tower entrance. 





The wrench falls over the 
deck and plummets down the 
length of the tower and into the 
ocean below. What a view! 








More control. Less controller. 


Big things come in small packages. 


What's “big” about the UltraRacer™is the overwhelmingly huge control this small steering controller puts in 
your hands. The analog steering wheel and throttle control trigger give you all the response and handling you need. 
Blow past everyone on the straightaway, breeze through the tightest hairpin turns and stop on that proverbial dime. 

When you're fighting for first place, there's no room for sloppy control. 


The UltraRacer™ from InterAct®. 


PERFORMANCE’ 
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© 1998 InterAct Accessories, Inc. ARECOTON® COMPANY. All rights reserved. www.interact-acc.com 
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MmVIAZING 


LIMIT BREAKS | 








When he finally turns around to _._ Unlike FFVII, there is no visible When your Limit Break does 





see you, Biggs tries to getaway, on-screen indicator to let you become available, the option will 
but is cut off by Seipher. Biggs know how close you are to get- appear on your command win- 
then decides to fight his way out. ting your Limit Break. dow. Here, Zell leaps way up... | 











: 7 AAn~w 156 = 
if SP) a 
..And charges back down with one of the coolest attacks we’ve 
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Squall has a few different Limit Squall moves so fast, it’s tough Just look at these amazing spe- 





Breaks in the demo, all based at first to tell exactly what's going __ cial effects! We’ve got colored ever seen in a vi me! It looks like some crazy anime attack. In | 
around his wicked Gunblade. This on. He basically just runs in and lighting on Squall, and wild FFVIII, the Limit Breaks are much more intense than before, with true 


one is called “Sword Combo.” starts swinging like a madman. transparent explosions all over! next-generation special effects that make FFVII look old! 
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Biggs attacks with his Arm After a long (and ) fight, 
Slash, which is basically a shocking twist posta Biggs 
clothesline attack. Midway and Wade are unexpectedly potions, as well as Phoenix Tails 






through the battle, Wade returns. blown away, but by what?! © _ to resurrect fallen characters. 






















: 
pa ae : 
> 7 oe - me = 
gX : “ 













After you defeat the winged With his last ounce of energy, ‘e is a trick to beating the The robot will chase you, and — He'll ultimately chase you all 
demon-monster, you leave the Biggs activates a giant spider-like | robot—after you get him worn you'll have to fight him a couple —_— the way back to the beach, 
tower. But unknown to anyone, robot, which is the demo’s final, down, you have fo run, or he'll more times. Just keep running = where an amazing FMV movie 
Biggs is still alive... ultimate challenge. =| recharge his energy. after he’s worn down. sequence will take over. 
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This closing FMV really goes all As the robot starts to fall, the This is by far the coolest scene: As the ship pulls —_ from the Okay, that’s it, show’s over—go 
out! Your ships will defend you me’s credits begin to rapidly Squall dives into one of the ships, | beach, we get one last look at on back to your sad, empty lives! 
by firing at the robot, giving you flash across the screen, building then glares back at the robot just _ the robot as it goes up in No more FFFVIII for you 


time to race across the beach. up the intensity. as the door closes in front of him. flames—is your pulse racing yet? —_—_ until fall of next year! 




























The meek 


may inherit 
the earth, 
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Power-ups enable true arcade play. 


Jumbo-size players. 


in-your-face tackles. 


Cover-your-eyes-and-don’t-look sacks. 





Deadly long-range passing. 


Catch-me-if-you-can speed. 





BaseD ON THE #1 Arcape Hit! 
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.C.A.R.S. is an acronym for Super Computer Animal Racing Simulator, 
which is a perfect description of what to expect in this title from UbiSoft. 
You choose from five different armored vehicles to race in, each modeled after 
beasts of the wild and just as tough. And as you step up through the races, you can 
pick trom four other cars. Each has tts own strengths and weaknesses, and they all 
look really cool, too. 

Weaponry and aggressive driving play a key role in the sport. While you zip 
around the circuits at a maniac’s pace, you'll pick up power-ups dispersed all over 
the track—some help you, others hurt your opponents. You'll see the typical turbo 
boosts and missile weaponry, but S.C.A.A.S. also has a clever dynamite pick-up that 
makes you play hot-potato with one of your enemies—whoever has possession of 
it when the counter reaches zero goes boom! 

The game has eight different tracks and four modes of play, including the stan- 
dard Grand Prix, Time Attack for single-player action, and Versus. Like Street Racer, 
S.CA.R.S, places heavy emphasis on multiplayer 
action, and up to four players can race in a fast 
split-screen race. The impressive 3-D engine 
features nifty lighting effects and a smooth 
framerate, even in the multi-screen modes. 

S.C.A.R.S has fast, furious, and intense 
racing action, and this game looks like it 
could play a key role in many racing fanatics’ 
PlayStation collection when it is released 

this September. 




















< Whenever you hit a fork in the 
track, you'll need to make up your 
mind which is the best route to take. 
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Publisher Activision Rel 
Type Classic Games 


Developer Activision 






=4 ) elieve it or not, there once was a day when videogames 
Dee Were very simple. Back in the early ‘80s, Atari 2600 pro- 
grammers had to work with very limited RAM (128 Bytes), cartridge 
space (8K), and processing power to come up with something fun. 
Despite their obvious graphical flaws, many of these games were 
incredibly popular in their time. It’s amazing how well the designers 
succeeded in making fun, addictive videogames as well as pioneer- 
ing the shape of gaming to come. 

Activision Classics is a compilation of some 
of the most exciting and innovative games of 
the past, perfectly emulated on the 
PlayStation. Be warned, though—this col- 
lection isn't for everybody. Some gamers 
who weren't playing these games in the 
‘80s will be turned off by the primitive 
graphics and sound. For those of you 
who are just looking for some catchy 

‘ gameplay, the collection is well worth the 
investment. Games such as Aiver Raid (fly 
down a river shooting stuff), Kaboom (catch 
falling bombs from a building), and Pitfall (an 
early platform game) all forged new territory 
when they were released, and—believe it or 
not—they still possess the same addictive 





4 Activision Classics also features several 
games you may never have seen before, 
like the limited release River Raid II. 





Enduro was one of the first racing games 
of it’s type for the home. It’s still toug 
though, and strangely addictive. 


platform games ever. Despite its 
shinaiine of design, it’s still fun. 






& The S.C.A.R.S. multiplayer mode lets up 
to four players get in on the melee. 


& Pitfall was one of the first action 
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& The competition can get pretty ruthless 
with seven other cars on the track. 








<¢ Cars have a 
neat, “Akira” 
le streak 
‘ect when 

you hit the 
turbo boost. 














Classics has 30 games to choose from, and the menu 
system gives you a preview of the game you choose. 


qualities they did originally. Besides the main- 


stays that we have all heard of, Activision 
Classics also contains many titles that 
were never in wide release, like Title Bout 
and Fiver Raid // (although neither was 
very spectacular). Unfortunately, the lone 
title that used the paddle controller, 
Kaboom, doesn't look like it will feature any 
analog support (why, why?) 

If you're into retro gaming at all, this pack- 
age could turn out to be one of the best val- 
ues on the market. Look for a review of this 
classic pack next issue. 
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Over 30 minutes of cinematics fluidly merge with gameplay in a thrilling storyline full of bizarre characters with a great sense 


of humor. Dedicated sound effects and an original score make Heart of Darkness an unforgettable gaming experience. 


Experience intense action as you help young Andy fight through 8 huge levels and 175 different locations 
in a dark world filled with mystical mazes, exotic landscapes and evil enemies, in search 
of his best friend, Whisky. 


Heart of Darkness is a trademark of AMAZING STUDIO. ©1998 AMAZING STUDIO - INFOGRAMES. All rights reserved. Interplay Entertainment Corp. is the exclusive publisher and 


distributor in North America. All rights reserved. Interplay, Tantrum, and "By Gamers. For Gamers." are trademarks of Interplay Entertainment Corp. All rights reserved. PlayStation and the PlayStation 
PlayStation logos are registered trademarks of the Sony Computer Entertainment Inc. All rights reserved. All other trademarks and copyrights are the property of their respective owners. 

















Unrepetitive! Every level looks different, requiring a new skill or strategy to find Whisky. 2000 frames of animation are used‘ 


just for Andy, so he moves smoothly whether he's climbing, sneaking across a bridge or swimming through murky waters. 
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y IT'S YOUR 
Y ticket To FREE 
A ~ CDs, T-SHIRTS, 
Y AND SO MUCH MoRE TO 
~ Y= MAKE YOUR FRIENDS JEALOUS 


agit 
Soe 
yo 


when you activate your membership in the den, you're automatically signed 
up to win reasonably fabulous prizes every single week... and that’s just one 
of the benefits of membership. 


youll also be joining together with the Web's leading voice for independent 
daily coverage of music, movies, tv, and sci-fi - all just the way you like it. 


it's time you enjoyed the benefits of membership in 
the den.com: daily entertainment network 





an entertainment. 6 
supersite 


-entertainment weekly © 





just follow these easy instructions to become a member 
1. detatch the den member card 
2. go to http://www.theden.com/PCXL 


3. input the info requested 


4. hold the card to the matching fuse on the screen 


5. within 10 Seconds... your member card is activated 





www.iheden.com 


music movies Ww sci-fi 


the complete entertainment network from sbtits! eile 
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Publisher Sony CEA 
Developer Sony CEE 
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esembling a 3-D version of Cap- 
| com's classic action/platform 
game Ghosts and Goblins, MediEvil 
throws you into the role of an undead 
knight named Sir Daniel Fortesque. An 
evil sorcerer by the name of Zarok has 
decided to make the world a living hell by 
reviving the dead and turning normal vil 
lage folk into crazed madmen. Being the 
hero that he is, “Sir Dan" decides to rise 
up out of his own grave and try to stop 
Zarok's evil plan before it’s too late. 

MediEvil features several 
gothic-style levels to 
explore, which include 
graveyards, creepy cas- 
tles, and even a floating ghost ship. Each 
level will also have several puzzles that 
you will have to solve, such as finding 
keys to unlock doors, rotating statues to 
open certain gates, and activating 





& Sir Dan is 
an undead 
skeleton, who 
used to be a great 
warrior. Judging by 
his skull, he must’ve 
looked really screwed up 
back when he was alive. 


h 


4. You'll have to find various Runes scat- 
tered around the levels to open locked 
gates. Just put ‘em in the holders. 


by the green glow that emanates from them. 


& One thing that Sony really does well is 
adding dynamic lighting effects to its 
games. In MediEvil, the lighting adds a 
great deal to the creepy atmosphere 
generated by the gothic-style levels. 





Release Date October 
Type Action/Adventure 


» You can always tell which door leads to the next level 


MEUIE 


Sony gets medieval on the PlayStation 


Switches in the correct pattern. As 
always, the puzzles get more complex 
as the levels get higher. 

As if that wasn't enough, the game 
has also been populated with an army of 
gruesome enemies and bosses. Luckily, 
Sir Dan comes prepared with a large 
assortment of weapons, including a 
sword, axes, cross-bows, lightning rods, 
clubs, and if necessary, his own left arm. 

From our early look, MedlEvil looks 
to have the elements to make It a good 
action game. The gothic designs really 
give It a great atmosphere, and the lead 
character is rather unique. Blend that all 
together with some high-quality CG 
cut-scenes and support for the Dual 
Shock controller, and we just might 
have a sleeper 
hit on our 
hands. 











4MediEvil has 
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— p< 
AND 
PUZZLES 
The coolest aspects of a gan 


like MediEvil are often it 


rezine Cr 
UZZIES. Oo 


4 As with any great action game, 
MediEvil hides numerous secrets within 
its levels. For instance, this giant 
boulder blocks off o potential secret, 
and can only be destroyed with a club. 


A Many of the puzzles in the game 
require a little bit of clever thinking. To 
open certain gates, you will have to 
rotate this statue to face towards them. 





many camera 
angles to give 
the best view 
of the action. 


4 Not only will you have to make your way 
past this lava pit, but you will also have to 
dodge crushing boulders as they rumble 
down the mountain side. It ain’t easy! 


4 In case your health level is a bit low, seoety find one of these 
purple energy springs and stand in it. It will slowly replenish all of 
your energy, and you can keep coming back to it over and over. 


Aside from the usual assortment of weapons, you also have a couple of 
offensive and defensive techniques at your disposal that should help you 
make it through the game in one piece. 





aaa 


& You will need to pick up as much 
treasure as possible so you can 
purchase any necessary items and 
weapons throughout the game. 





A Sir Dan’s normal attack changes accord- 
ing to the weapon he is using, but it’s 
normally either a simplistic horizontal or 
vertical strike—a basic slash-type attack. 


4 Much like in Zelda, Sir Dan can charge 
up his weapon and swing it around him 
for a more powerful attack. This works 
great against multiple enemies. 


A If you hold down the triangle button, 
Sir Dan will crouch and block with his 
shield. Unfortunately, the shield will break 
if you block too many times. 


4 When in doubt of what you should 
do, talk to these skulls. They will give 
you tips about puzzles and explain how 
to use new weapons and equipment. 





a 
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™ 
Sean be obtained at our web site at http://www.workingdesigns.com, or by sending a SASE to Elemental Gearbolt Contes Dare femes f? i) 7 4/ 
ing Designs, 18135 Clear Creek Road, Redding, CA 96001. Complete details are also available inside every game package. ————— 
PlayStation and the PlayStation logos are registe demarks of Sony Computer Entertainment Inc. “ELEMENTAL GEARBOLT" is a trademark of Sony Computer Entertainmer . Uriginal Game © Sony Computer Entertainment Inc. 1997. 
This game is published by Working Designs under Ticense from Sony Computer Entertainment Inc. English Translation © Working Designs 1998. “Working Designs’ is a registered trademark of Working Designs, Inc. All rights reserved. 
Shooters make better lovers! Web Address: http://www.workingdesigns.com For a dealer near you, call (530) 243-3417. "Electronic Gaming Monthly’ is a trademark of Ziff-Davis Inc. 
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FINALLY, A REMOTE CONTROL CAR NOT EVEN YOUR BROTHER CAN BREAK. COMPLETE WITH 16 REMOTE CONTROL CARS AND 15 PULSE-POUNDING 
TRACKS, THIS GAME LETS YOU DODGE, WEAVE, AND SOAR THROUGH RICH TROPICAL JUNGLES, SUN-DRENCHED BEACHES, AND MURKY SWAMPS. EVEN IF 
YOU DON'T FEEL LIKE RACING, THERE ARE DOZENS OF HIDDEN PATHS AND SECRET FEATURES FOR YOU TO EXPLORE. ALONE, WITH A FRIEND, OR AGAINST 


THE COMPUTER, THIS GAME WILL SEND YOU THROUGH DOZENS OF COURSES -- NOT BATTERIES. 
AVAILABLE on WINDOWS®35 CD-ROM ano PLAYSTATION® GAME CONSOLE 





©1998 Gremlin Interactive Ltd. Licensed from and developed by Gremlin Interactive Ltd. All Rights Reserved. ©1998 Twentieth Century 
Fox Film Corporation, Inc. All Rights Reserved. “Twentieth Century Fox," "Fox" and their associated logos are the property of Twentieth 
Century Fox Film Corporation. PlayStation and PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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+#K 4 -onami stopped by our offices with a finished copy of : mode, the pad rumbles 


the Japanese version of Metal Gear Solid this month. while you are trying to a ar me. 
Needless to say, work stopped for the day as everybody gath- aim, to make it more a eae j j y- 
ered around to watch what will probably be the game of the difficult and_ realistic. 
year. Nobody was disappointed in the slightest. And wait until you see some of the bosses! f = wm tei 
Imagine if John Woo (director of such films as The Killerand The details of the story are still top-secret, NES Metal Gear 
Face-Off) were to make a videogame—that's the kind of expe- — but we can say that it is very complex, it fea- calee ate 
rience you can expect from Metal Gear. A slick style combined —_ tures a lot of characters, and it’s masterfully to survive in 


with intense action will involve you in the game like never told through the action of the game. Any Soctenn arene 
before. Just when you're about to catch your breath, some- doubts we may have had about Metal Gear of a gas mask. 
thing else shows up to make your problems even worse. For Solid have vanished and, even after several — 
example, when you finally get up to the radar tower to re-estab- hours of play time, the entire PSM staff was get one? 
lish communications, your arch-enemy Liquid Snake swings by left wanting more. Watch out next issue when 
in his helicopter and blows it up. Not only that, but you'll have we blow this game wide open with a full 
to jump off the roof “Die-Hard” style to avoid being blown up —_ hands-on review, as well as an in-depth PSM- _ 7 Once he’s behind enemy 
“an ines, Solid Snake can only 
by a missile! Also, effects like slow-motion and skewed cam- __ style strategy guide. trust one person—Mery! 
era angles are used to give the game a cinematic flair. Silverbrough. 
The detail in Metal Gear is incredible. Konami has cov- 
ered it all—environments, cool technology, and com- 
bat. The areas Snake must explore are all unique 
and graphically beautiful. You have to be careful, 
though, because you 
must dodge countless Snake can find a 
sniper rifle and use 
guards and traps to get it in conjunction with 
through the game. The _ infrared goggles to 
take out enemies 
developers even got cre- that are both far 
ative with the Dual way and concealed 


by darkness. 
Shock support. In sniper eee 





















Ww 2) rT! O NS L One of the coolest weapons is the remote-controlled 


Nikita missile. You can “steer” it around corners, 


comes packed with a whole bunch of extras fight up to the unsuspecting bad guys! 
sip you get started with your mission. The game — 
a cool recap section that tells you about even 
ent through in Metal Gear 1-2. 
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Metal Gear combines action and 
cinema like no other game before, 

r SO seamlessly 
tice the transition. 


and it comes together 
that you will never not 


" it 
ein ince Magpies 
, 





. Snake steps out of a room to find a gun 
held to his head by a mysterious soldier. 
And is that...a woman? Think fast, Snake! 





» Snake finally reaches 
the roof and thinks he 
can rest for a moment, 
until Liquid Snake sud- | . 
denly flies up in an attack a. 


chopper and starts blast- 
ing away! The game 
loves to throw you sur- 


& These plush offices hide some of the 
secrets Snake needs to find before he 
can complete all of his missions. 





prises like this, to keep 
i you on your toes. The 
In one blindingly quick move, Snake pulls action Is just too intense! 
his own gun and the two face each other 

down, John Woo style. Who will flinch first? 


The first boss that you will 
r=10(6(0)6] 8) (=) aim Sw (>)1,0)|¥(2) a @ 01-10) 8 
He is a master of the six-shooter 
and is extremely deadly. 


& Snake must jump off a flaming roof 
and rappel down the side of the build- 
ing, all while avoiding gunfire from 

Liquid Snake in his helicopter! (Whew!) 





. You can tell that she’s nervous about 
being in this situation, as her gun is visibly 
shaking in front of Snake. 


2 cs ee pare 


§ You will find this man strung up in a 
small room with wires and a healthy dose shadows and start talking some serious - 


k ...Revolver Ocelot will step out of the 


of C4 explosives. But before you can do 


smack. He spins his trademark six-shooter 
anything to help him out... 


with the grace of a master. 





. Meanwhile, outside the door, a counter- 
strike against Snake is being planned. The 
lead man signals that it’s time to break in 
and take Snake out... 


4. Watch out for the security cameras 
with the machine guns attached. If you 
can’t stay out of their way, maybe a 
chaff grenade will confuse them... 





» This game has 
some of the coolest, 
most interesting char- 
acters anywhere. 
Take freaky Psycho 
Mantis for example, 
who attacks with 
telekinetic powers. 


ines 


\ The fight begins. Be careful because & Seriously wounded, Ocelot hides behind 
Ocelot is so good with his gun that he can _a pillar and prepares to execute his 
hit you with a ricochet! hostage. This is not good. 






. Snake and the woman hear the attackers 
enter the room and they both target the | 
new enemies instead of each other. 








te bagi 


Now you must work together to escape 
from this room. If this mysterious woman is 
not one of the bad guys, then who is she? 


k Suddenly, out of nowhere a mysterious, 
almost invisible figure jumps out and cuts 
off Ocelot’s gun hand! Whoa! 


& The ninja de-cloaks.and stares at Snake 
silently. What does he want? Why did he 
just save the hostage? Stay tuned... 
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Meet Oscar De La Hoya, Cyber Athlete” and Golden Boy of 
Boxing. Think you can take him for the All-Time, Every-Weight 
Champion of the World? Prove it against a dream card with him 


and over 30 legends including Ali, Sugar Ray and Holyfield. All 
with recognizable faces (beforehand, at least). Let's get it on. 


Kockour 


rved. PlayStatic ) ed irademarés of Sor uter Entertainment inc. Muhammed rowGed courtesy of C.O.AT. n ts Placement Services, inc. Malibu, CA. All other trademarks are propertyof their respective owners. 








FOR THE MOST PLAYSTATION NEWS, THE MOST 
IN-DEPIn WAUK-THROUGHS AND SIRAIEGIES, 
AND THE MOST COMPLETE LISTING OF CODES 
IN EXISTENCE FOR PLAYSTATION GAMES, 


THERES) ONLY ONE NUMBER YOU NEED 10 CALL... 


BDD-77 24 PS™ 


FE Oli eypyyeloN Nalisy 

as if really happens from 

PSM's very own Blake Fischer! 
You'll Know what to expect from 
your tavorite game publishers 
before alll of your: friends! 





Yen —h, 


PLUS ce JF 
YOU CAN AGGCESS the complete CODE JUNKIE'S BIBLE , Vi 
or every code ever created for Playstation games. )* 
f. you don't find the code here, é 
| it probably doesn't exist! 

















MAY Aa 
WALK-THROUGHS FOR: 





CALL NOW to get the complete 
moves list for thrill! Kill) the 








a Tomba 
Tenchu Mortal Kombat 4 fatalities, 1 
Breath of Fire III and the help you needifo solve m. , 
Final Fantasy Tactics Alundra's hardest puzzles! 
Riven 


Resident Evil 2 
Tomb Raider 2 


1-999- 


CALLS COST $1.49/MINUTE. 
Calls average 3 minutes in length: If you’re Phage 18 of age, 
Please get your parents’ permission to call. 
Brought to you by PSM: 100% Independent PlayStation Magazine. 





COMING SOON: 
Metal Gear Solid 
Parasite Eve 
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erved. ASCII Entertainment, Master of Monsters: 
Monste i are Entertainment Software, Inc. PlayStation and — 
registered trademarks of Sony Computer Ent ating icon is a trademark of the International 
are Association. All other bra i product names are tra ed trademarks of their respective holders. 
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“Devil Dice is a puzzle 
game that eclipses even Tetris.” 


-GameFan 
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The actual procedure of setting up 
me traps is pretty simplistic, but it 
= requires a bit of forethought and plan- 

ning. Here is the general process: 





Tecmo’s promise of an amazing 
sequel is no deception (ouch!) 


. ‘im fter our constant begging and 
ML pleading, Tecmo finally sent us a 
finished Japanese copy of Deception Il. 
For those of you don't Know, the basic 
premise behind the Deception series |s 
simply this: set up traps and force or trick 
your opponents into them. It sounds sim- 
ple, but this title has the potential to offer 
as much depth as you want. 

The entire game takes place in a giant 
castle with several floors and rooms. 
Gameplay is mission-based, and as you 
progress into the later missions, the 
adversaries you must trap become more 
and more challenging. Some of them, 
such as the Ninja, even have projectile 
weapons they can throw at you from a 
distance. Others, like the wizard, can 
teleport from place to place, making the 





TE FaNGS 
|.NotTt To Do 


| Since this game is so great, it is 
understandable if you get a bit excit- 
ed. Just don't get too hyper and 
accidently do one of these things: 





A . The last thing you want to do is trap 
| yourself in a corner when an opponent 
is running at you. It will normally get 
in at least one free hit while you are 

| trying to run past them to escape. 

















4 Keep track of your surroundings, so 
you don’t accidently run into one of 
your traps or an environmental haz- 
ard. Not only is it embarrassing, but it 
also costs you some health 


ee 


4 





_—____ ~ os <r A 

: = Se ee - 

4 Sometimes you will face two characters at the same time. 

The best strategy is probably to try to separate them and then 
take them out one by one. Try running from room to room. 






simple task of finding enemies to trap 
really tough. 

Your traps become more powerful as 
you gain more experience. You can actu- 
ally create new traps that are more appro- 
priate for a given situation. Unfortunately, 
you can only hold a certain number of 
traps at a time, so you'll have to strategi- 
cally chose your inventory. 

Setting up the traps is the fun part, as 
you get to figure out the best locations 
where to put them. Set them up in an 
intelligent manner and you'll be able to 
destroy your opponents before they even 
have a chance to lay a hand on you. 

Sounds like fun, doesn't it? Now you 
know why we can’t wait to get the final 
reviewable version of Kagero. Come on, 
Tecmo—send it to us! We'll be good! 


» When your health is low, you will need 


to find one of these crystals. Touch it and 
all of your energy will be restored. 


4 Because the environments are constantly streaming from 
the game disc, there is no loading time while you are run- 


ning from room to room exploring the castle. 


traps that knock your opponents into them. 


& If you can find a room with several hazards, like this 
spinning saw and electric chair, then you should set up 


Mic EU 


i ewrr 





« If your character is experienced 
enough, you can even make your own 
traps and adjust their attributes, such 
as the amount of damage that they 
cause and the locations where you can 


place them. The strategy is in-depth. 


















4 At the start of the game, you will 
have to choose the types of traps 
you'll carry around in the game. You 
can choose from a large assortment, 
but you can only bring a couple of 
them with you. | 


4 When you see an opponent, it is 
probably a good idea to bring up this 
Trap Set menu. You can then place 
your traps anywhere in the room that 
you are currently in. 


A Then you will have to run around 
and trick your opponent into passing 
by one of the traps. All that is left is for 
you to activate it and enjoy the view. 


< You pet. to control a creepy girl 
name 
brainwashed into trapping and 


Millennia, who has n 


killing people for some mysterious 
reason. Hey, does that make her 


& If you happen to get lost in the castle, 
you can simply pop up this handy map. It 
will tell you where you and your opponents 
are, as well as lead you to some key items. 
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DU Be spent some quality time with 
Darkstalkers 3 since we first previewed 
a the game back in issue #11 (July 1998). From 
s what we've seen of the latest version, it 
appears that the game is on its way to 
\ becoming one of Capcom's most faithful 
arcade-to-PlayStation conversions yet. 
Having pumped countless quarters 
into Vampire Savior (the game's 
arcade counterpart), we've built a 
good base on which to make com- 
parisons. For starters, while the game 
has yet to be optimized, it's every bit as 
fast as the arcade, even at this early 
Stage in development. Some frames of 
animation have been sacrificed to keep 
the speed up, but it’s nowhere as notable 
as in past Capcom conversions. 
Aside from some name changes (Bulleta is now Baby 
¥ Bonnie Hood), all the characters are present and accounted 
™ tor—as are their trademark moves and backgrounds. If our 
| ears serve us right, Capcom may even be including a remixed 
| soundtrack, along with its requisite home features: training 
. A mode, versus 
‘Ae : mode, and the 
like. Whether 







& Capcom is well- 
known for its lethal 
ladies, but none 
oma are more dead- 
y or beautiful than 
Darkstalkers’ Morrigan. 











Times certainly have changed since 
the original Darkstalkers made its 
way onto PlayStation. As Capcom's 
grasp of the hardware's capabilities | 
improved, so did the accuracy of its | 
conversions. The difference really | 
shows when you compare the latest | 
version to its predecessor. 





ase til eal 


4 All of the characters from Night Warriors 
will return, alongside a few fresh faces. 


4 The original Darkstalkers was 

released for the PlayStation way back 
in 1996, but its sequel, Night Warriors, 
mysteriously never made the trip over. 





& Felicia’s as frisky and cute as ever—just 
don’t get on this kitty’s bad side. 


4 In 1999, the series' third chapter will 
deliver much more animation, more 
detail, and faster gameplay than its 
first-generation sibling. 





4 Ouch! All of the bone-breaking, screen- 
filling attacks from the arcade game have 
made the cut, and they’re lookin’ good. 






4 Donovan’s sword tal 
more lethal personality 
Force plane. Duck or die! 


4 Rapter wields a rusty chainsaw. 
Better get your tetanus shots now! 
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any of the special hidden extras included in the Japanese 
Saturn release will find their way into the PlayStation version 
remains to be seen, but we're keeping our fingers crossed. 

Now for the bad news: Capcom has delayed the release of 
Darkstalkers 3 to early 1999. But this can only mean more time 
for its developers to squeeze the most out of the PlayStation 
hardware, and should result in an even more accurate port. 
We'll have the latest word on the game's progress over the 
coming months, so be sure to stay tuned. 





4 Bulleta may have been re-named for the game’s U.S. release, 
but she’s every bit as lethal. Check out that Uzi! 


Putting a spin on the super move, Darkstalkers 3 relies on a new type of 
ultimate attack: the Dark Force. Simultaneously pressing a punch and kick 
button of similar strength when the power meter is fully charged takes both 
combatants away to another plane, where nearly anything is possible. 


s? if only we could be 
tually, Bishamon doesn’t 
e’s having much fun here. 


4 Felicia’s pint-sized sidekick lends a 
hand...er, paw, in combat. 


“Homicidal Vacati Since 2001” 


Special FREE Issue for Automercenaries 


Tips for Snagging Tourists-- And How to 
Avoid Premature Ejectulation Once You've Got ’Em 2 MH) | 


A? BABE oF THe MONTH INSIDE Wh 


07 


0 





You're gunning it down Main Street. Shrapnel glancing off your 

windshield. Geiger-counter going off the scale. And a snap-happy 

BFe]ey-lal-tsome ol] 0) (-Wlamaatoml of-(el ae) anantcior-] eM Nays question is 

what should you be driving for maximum survivability 

and tourist satisfacti on? Sit back, we did the work for 

“ee ay you when we road-tested 14 state-of-the-art tricked- 

Dick Hives, Editor | out deathmobiles one glowing summer afternoon 
among the napalm trees of Nuke Town. 

For raw hearse-power, nothing beats the 
Sidewinder. Five} tons of tank with more firepower 
than the Third World War. Too big ?” Well, try on the 

Bitch- -In Wheels’ ‘and put the muscle back where it 
belongs - behind the muzzle of a machine gun. 

For pure Auto- -mercenary $ex appeal, there's 
only one choice - the’ Meat Wagon, This fuel-injected 
weeniemobile says more about you than a pair of SOCKS 
stuffed down your trousers ever can. : 

For those of you who like a little mercy with 
your massacre, nothing can touch | Ozone, a 
WVicli cl anatere mralanlele] -laver-Waar-la@u alll acm al] (-Wian avct=| (op 

You want high-octane performance? 
Car Combat Ultra? Look no further than the 
felelictes olelulaleliayca Pyro) =-a--flame-spewing-semt 
filled with fuel. You never run out of gas and if 
you do go down, you can take everyone with you 


continued on page 72 


-Thou Shalt Drive Like A Righteous Mad Bastard. 
~ So Sayeth the Lord. 








When Was the Last Time a Tourist Hit _ 'vicvaovers.vo havea ba 


Your Window at 92 mph? »< ical silo 


'o 
ley ee 
Sui Man Ejectulation — out flies your 
a ‘| tourist and before you know it 
everyone's got little bits of 
Hawaian shirt and entrails 


all over the windshield. 





No problem. Whip out a 


/ 40 ounce bottle of ever-loving 


Windshield Cleaner and, hey 
presto...the future's so bright 


you gotta wear shades. 
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Every self-respecting Automercenary knows there are few 
things in life more enjoyable than vaporizing, burning, bombing 
and totailing stuff. Here's our hot picks for the tastiest targets 
the post-apocalyptic world has to offer.: 






White House? — White Trash! KILL THE CADDY!!! 





FENDER BLENDES- 


wt wale 
, WOR 









» 


esp guint _ 


: ee — 
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tie i} 
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Check out 
Li'l Gator Bait. 
Some of you automercenaries 
probably seen her tooling af 
around in her propeller-driven — 
swamp-hopper. . iat 
Well, looky here - the : = ~<a . 
A® Babe of the Month shows 4 ; 
you all her dangerous curves '< 
on page 96. 
Lube up and drive on! 












NEED A HINT? \ 900- ice 








older or have parents permission to call Touch t tone » phones only 











We ce btaote DO" 





From the million selling 2 
developer of car combat 











Ad 


hat's more important- 





A DIFFERENT KIND OF Car. A DIFFERENT KIND OF DRIVER. 


AVAILABLE AT YOUR LOCAL RETAIL STORE 


ORDER DIRECT AT STORE.GTINTERACTIVE.COM OR CALL 1 800 610-GTIS 


Rogue Trip™ ‘ orP. ALL RIGHTS V EATED BY SI : =a) GT Interactive 
ENTERTAINMENT TECHNOLOGIES, INC. H 3 TIVE SOFTWARE CORP. : a So ftware 
GT GAMES LOGO ARE TRADEMARKS AND TI 
P. RoGue TRIP, SINGLETRAC AND THE SING : : TRADEMA ENTERTAINMENT 
CHNOLOGIES, INC. PLAYSTATION AND LAYSTA E 9F Sony COMPUTER : 3 
ENTERTAINMENT INC. ALL OTHER TRADEMAS E THE PROPER www.gtinteractive.com 
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Welcome to the official Grand Opening of 


(D) a ld / SS =FrilOlM Otaku Station, PSM's very own gift shop! 


Here you can find a collection of high-quality 
PSM-branded clothes and gear, with service 
sure to leave a smile. Take a look around! 


AND IM, ZOW ako, 
00k ar alt THese a 
S! QUICK, Ma = 
LET'S SHOW ‘EM THE / open 


| SUPPORT THE PLAY- } 
\ STATION IN STYLE! / 


Hl THERE! 
f WELCOME TO 
OTAKLI STATION! “i 
y WE EXCLUSIVELY CARRY 
PSM MERCHANDISE-THE BEST | 
. IN THE GALAXY! MY NAME IS J 
“ TEE-HEE!).. dA 


=— wes 


Py tue cwel-r ~ 
7 \s OUR PASTEST- \ 
' SELLING ITEM, SO 
GET ONE WHILE THEY | 
\ LAST! ISN'T HE JUST / 


Illustrations: Robert De Jesus 












(MERCHANDISE ORDERS ONLY) Lo. NOW THAT ™ 
/ BY AS MLC! AS 
1 Check or money ordermadepayableto =| yoy re ies 
i PSM.” (Sorry, no CODs.) h FOR SHOPPING! / 
| Visa Mastercard AmEx H ~< oS 
' : : va 
gg Ee Account Number: i Aa ’ 
Leeaiic = 2 eee Yea 
City: State: lip Cote: (Your account will be charged by Intaglio ‘> > 
Fs Signature: 

‘Phone Number or E-Mail Address: . 
, PSM Baseball Cap: ........... so. Quantity: X $19.50 = $ (Navy blue only) 
' Short-Sleeve PSM D-Pad T: .................... Quantity: X $14.50 = $ Specify: ___ Black Size: M L XL 
, Short-Sleeve Banzai Chibi-Chan T......... Quantity: X $14.50 = § Specify: White ___ Orange Size: M L XL 

Long-Sleeve Banzai Chibi-Chan T: .......Quantity: X $24.50 = $ (Navy blue only) Size: M L XL 
! CALIFORNIA residents add 8.5% sales tax $ 2oe 
I SHIPPING & HANDLING:?.........:ccsssssssseee United States........add $5.00 $ INKS -_ 
; Ganaos 2 add $7.50 $ PL oe Nusa’ 
| International.......... add : st : ioa" PlayStation Magazine 
j Order must include payment. Products subject to availability and may change without notice. Please allow 4-6 weeks for delivery. All checks must be in U.S. dollars and drawn on a U.S. bank account. 


PSM is not responsible for any duties or taxes imposed by countries other than the U.S. during the delivery of international orders. 
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The Subway 


After defeating the Giant Centipede boss mentioned in * 


last month's strategy guide, head north until you reach 
the body of a dead policeman. Search the corpse and 
you will find the Subway Key. 





4 You'll need to search this policeman’s corpse to get the 
key that will allow you to leave the subway. 


Now that you have the key you should head back 
the way you came, just walk towards the right side of 
the tracks this time. You should eventually see two 
deserted subway cars. If you enter the one on the far 
right you will come across three chests. They contain 
two Tool icons and the B Protector armor. Now, exit 
the car and walk back to the main part of the subway 
Station, the area with the save point. You might want 
to go ahead and save your game now. Once you do 
that, walk south and climb up the stairs that lead to the 
exit. You can now use the key you got from the police- 
man’s corpse to open the metal gate blocking the exit. 
This will take you to the map screen, where you will 
need to select the warehouse. 


Pier No. 3 Warehouse 
When you arrive at the Warehouse, you will notice a 
policeman that seems anxious to leave. After he talks 





4 The Warehouse is actually an optional location, but if you 
go there you can earn the all-powerful rocket launcher. 






f you are reading this strategy guide, then 
you must have successfully finished the 
first disc of Parasite Eve. The second 
disc is much shorter but it holds a lot more sur- 
prises and challenges, so be prepared. Just like in 
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last month's strategy guide, you can 
expect a straightforward walkthrough 
coupled with complete listings of the 
weapons and armor. The last page has 
our boss tips. Now let's get cracking! 


rr PrP PP PP Pb 


with you, go through the front gate and walk to your . 
right. A chest there has the PPK Handgun in it. Makes ¢ 


you feel a little like James Bond, doesn't it? Now con- 
tinue forward and enter the front door of the complex. 
Once you get inside, walk to the left and get the CM 


Protector out of the chest, then continue forward into _ 


the next screen. At the bottom right of this area you * 


will see a glimmering object on the ground. This is the 
Warehouse Key. Pick it up and exit through the door 
to the upper right. 

Now head down and go through the door on the 
left side. Two chests are in here that contain the Sp 
Protector and Rocket Ammo for the Rocket 
Launcher. After grabbing the items, climb up the stairs 
and save your game. To the right of the save point is 
another vest, which holds an Offense +2. Now it’s time 
to exit through the left door. You can open it now 
because you have the Warehouse Key. This leads you 
back to the previous area, but you will now be standing 
on the bridge. Cross it and enter the next door. Three 
chests are here that contain an Offense +2, a Tool, and 
a Defense +2. Now, climb down the elevator cable and 
prepare to face the giant crab. 

Once you defeat the crab boss you will be awarded 
with the coveted AT4 Rocket Launcher. However, you 
shouldn't use the Rocket Launcher until you reach the 
game's final boss. A Tool is located at the top left part 
of this room, but you will have to pick it up in between 
the steam sprays. If you try to pick it up during a spray 
you will lose health. Now, leave the warehouse by the 
same way you came in. Just be warned that you will 
have to face some more enemies on your way out, so 


save your game and try to run away from the fights if * 





armor 
properties list 




















Slots: 3 















T hme Don't forget—as with the 
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4 When you enter the museum, you will notice a man in 
a while suit. He will go through this doorway, and you 
will need to follow him. 


you are low on energy. Hopefully, you still have a cou- 
ple of medicine Items to help you out. 

Once you exit the Warehouse, you will end up back 
at the map screen. Your next stop is the museum. 


Museum 

Once you get to the museum, climb the stairs and 
enter through the main door. You will notice a man, 
dressed in white, leaving through the upper left door. 
Save your game and then follow him through the door. 
Once you get into the next room, exit through the door 
on the left side. A chest is located behind the lower left 
Statue. It contains a Medicine 3. Get it and proceed 
through the other door. 





he second disc only contains pro- 


weapons, you can merge them to create 
more powerful pieces of armor. Here 
we ve listed their different properties so 


| youll always know which ones to wear. 


5 B PROTECTOR 


CM PROTECTOR 
Defense: 37 (36+1) 
PEnergy: 48 (48+0) 
Critical: 31 (29+2) 


Location: VWarehouse 






SP PROTECTOR 


~ Defense: 33 (32+1) Defense: 39 (38+1) 
PEnergy: 38 (38+0) PEnergy: 23 (23+0) 
Critical: 23 (22+1) Critical: 26 (26+0) 
Siots:2 Slots: 3 
Location: Subway Car Location: Warehouse 





SV PROTECTOR 
Defense: 39 (38+1) 

PEnergy: 36 (35+1) 

Critical: 30 (30+0) 

Slots:2 _ 

Location: Museum (Third Floor) 
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stail of the various - 


A Square included 
angie, but it s 4 





You will have to square off against a couple of 
dinosaurs in this room, but they are pretty easy to 
destroy. After dispatching them, open up the two 
chests in the middle area and you will receive a Tool 
and a G22 Handgun. You can’t continue forward 
because the door is locked, so head back the way 
you came until you reach the main lobby. If you then 
walk up north, you will come upon a strange-looking 
machine. The challenge is to count how many ani- 
mals are hiding; guess correctly and you win a prize. 
Once you get your prize, continue heading up 
through the rain forest exhibit. Keep following the 


LUeapons list 
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hallway and you will eventually reach a room with a 
huge scorpion in it. This room also contains another 
machine, which will give you a Medicine 4 if you 
answer It correctly (for those of you not paying atten- 
tion, the middle answer is the correct one). Guess 
what? It is time to take on that nasty scorpion. Don't 
worry, It's not very powerful. 

After finishing the scorpion off, go to the next area 
and then head up. You should be in a room with a stair- 
case and a chest. The chest contains a new weapon, 
the M203-4 Grenade Launcher. Go north into the next 
room and then try to leave. A sequence will take place. 
After you fight the three giant roly-poly things, head 
back and then proceed up the stairs. 


Museum: Second Floor 

You will see another “game” machine up here. Answer 
it correctly (the middle answer) and you will win either 
a Medicine 3 or an Ammo +30. Proceed north into the 
next room and go through the door at the top. You will 
end up outside, where you'll see a ladder. Climb down 
to the first floor to get the Offense +1, then climb up 
until you reach the third floor. 


Museum: Third Floor 
Enter through the door and you will see another one of 
those crazy game machines. The answer to this one Is 
the top choice, and the reward is an Ammo +30. 
Proceed south until you reach the next game machine. 
This one is pretty simple, and the reward is another 
Ammo +30. Keep going south and go right when you 
see the stairway. A sequence will occur and you will 
have to fight a giant pterodactyl. 

After defeating the pterodactyl (which is pretty 
easy), grab the Medicine 4 out of the nearby chest and 


__ two weapons together. 


keep going right. Follow the hallway past the big 
dinosaur skeleton and go through the double doors 
located on the left side. Strangely enough, someone 
locks the doors behind you. If you open the chest near 
the broken window, you can get a new piece of armor, 
the Sv Protector. Now go through the window. Walk 
to the right and you will be given a choice of dropping 
down to the floor below. Do so and climb through the 
broken window. Nothing special is inside, so proceed 
right through the double doors and go up to the next 
screen. There should be a Museum Shop “tent” in the 
upper right area. Inside it is a chest that holds a 
Defense +1. After you get it, continue going north and 
follow the hallway to a red carpeted area. Go through 
the door at the top of the screen and follow that hall- 
way to the security office. 


Security Office 


The first thing you will want to 
do here is save your 
game. After sav- 
ing, walk Ov 
console at thi 









ere is a breakdown of all the weapons you will find as you play 
through the second disc of Parasite Eve. once again, it is divided into 
weapon types and contains a listing of each weapon's attributes. Keep in 
mind that these numbers will change if you upgrade any weapons or merge 





G22 





Attack: 51 (49+2) 
Range: 60 (60+0) 
Bullets: 11 (10+1) 





Range: 67 (67+10) 
Bullets: 8 (7+1) 
Slots: 5 

Location: Museum 






Slots: 2 i. 
uci aie Rocket Launcher 
MAEDA’S GUN 
. AT4 
“i a ae Attack: 128 (128+0) 
Bullets: 15 (15+0) j Range: 202 (202+0) 
Slots: 2 : c Bullets: 1 (1+0) 
Location: Professor Klamp’s Office Machine Guns Slots: 0 
(Museum) Location: Warehouse 
MP5PDW 
M9-3 Attack: 53 (52+1) 
Attack: 55 (5342) Range: 46 (46+0) 
Handguns Range: 58 (58+0) Bullets: 25 (23+2) 
PPK Bullets: 13 (13+0) Slots: 2 
Slots: 2 Location: Security Office (Museum) 
Attack: 47 (45+2) ‘a ; 
Location: Museum - Third Floor 
Range: 49 (48+1) 
Bullets: 12 (12+0) Grenade Launchers 
Slots: 2 


Location: VVarehouse 


M203-4 
Attack: 58 (57+1) 










leo 


a glimpse of Eve on one of the monitors. A chest on 
the floor contains a machine gun, the MP5PDW. 
Things will start to get a little hairy now. 

Leave the security office and go back down the 
hallway towards the red carpeted room. You will see 
an FMV sequence showing the tyrannosaurus skele- 
ton coming to life. After it ends, proceed left. You will 
see a chest laying near a Christmas tree that contains 
a Revive potion. Open it and then keep going north 
until you reach the stairs (you should recognize this 
area from earlier). Two chests are in this area, but they 
can be hard to see. One Is on the left side of the room 
and the other is on the right. They contain a PE +1 and 
an Offense +1. Once you get them, go down the 
Stairs and proceed all the way back to the main lobby 
of the museum. 

Once you get back to the lobby, go up the stairway 
and reenter the lab of Professor Klamp. You will see 
Maeda. After talking with him, he will give you a spe- 
cial weapon called Maeda’s Gun. Some more se- 
quences will take place and you will eventually get the 
Klamp Key from Professor Klamp’s body. Now you 
need to go all the way back to the security office and 
save your game. Once you have saved, it's time to take 
on the triceratops boss. 

To get to the triceratops, return to the red carpeted 
room and head back to the left. Go up the first stair- 
case that you see. When you get to the top of the 
stairs, head south and go through the locked door. The 
Klamp Key will unlock it. Once you get inside, the 
triceratops will come to life and attack you. 

After you finish off the triceratops, return to the 
security room and save your game. You will have to 
fight another boss right away, and he is quite a bit 
tougher. It's always better to be safe than sorry. When 
you return to the triceratops room, It will knock you 
through the window to the floor below. Two chests are 
down here. Get the items (Ammo +30, Medicine 4) 
and walk towards the center of the room. A sequence 
will take place and you will have to face the T-Rex. 

Once you defeat the T-Rex, exit the room through 
the lower left door. You will wind up back in the main 
museum lobby. You can go ahead and save your game 
here if you want. Now, it’s time to ride the elevator. Get 
on board and ride it to the fourth floor. 


the eH mode 


We do have one last surprise for you. After 
you finish the game, save it and then reload 
that save. You will then be able to access 
the EX mode, a special feature that Square 
included just for the hard-core gamers. The 
game plays basically the same, but you will 
have access to a bunch of new weapons 
and items. You will also get to explore a 
completely new location, the Chrysler 
Building. Make your way to the top of the 
| building and defeat the last boss to see the 

game's true ending. We're not going to tell 
- you how it all ends, but trust us when we 
Say it is worth your time. 


» When you finish the 
game and then save it, 
you will have access to 
the special EX mode. All 
you have to do is select 
the option that appears 
on this menu screen. 
Paria 
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Museum: Fourth Floor 


Once you get out of the elevator, run to the left of the 
Slime-covered door. A chest is located here with a Full 
Recover in it. Get it and then go down the nearby stair- 
case. Now run north for two more screens, past the 
dinosaur skeleton, and follow the hallway. Proceed 
down to the room where you fought the triceratops 
and keep going until you reach another room with a 
muck-covered door and a smashed glass display. Walk 
into the broken glass display to find two chests (Tool, 
M9-3). Once you get those cool items, climb the near- 
by staircase. 


Museum: Fifth Floor 


You will end up in a room completely covered with 
muck. Go through the door at the top of screen and 
watch the somewhat long and extremely cool FMV 
sequence. Once it is over, you will have a chance to 
save your game. Do so, then get ready to fight the 
most difficult boss in the game. The defeat of Eve 
ends the fifth day and leads to the final day. Be sure to 
Save your game. 


Eve: Hmph... 
. of my host’. 
SISTER? . 


4 Eve patie = sae more at the game’s nary ore you meet 
her for the last time. 


Day Six: Liberation 

Day six begins with a short FMV sequence. After it 
ends, walk over to the left door and go inside. After 
talking with Wayne, talk to the Naval Officer on the left 


4 At the start, the EX mode looks exactly the 
same as the normal game. However, you will 
soon find that it is harder. Luckily, you will find 
some new weapons to help you out. 
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side of the room. He will offer you a bunch of free 
items. Choose what you want from the list and then 
exit through the door you came in. After a pretty 
strange FMV sequence, you will have to fight the 
“Ultimate Being.” 

After you defeat the final form of this boss, it will 
still try to attack you. Be careful—f it touches you, you 


* will die! What you need to do is run back into the door 
at the left and exit through the next door you see. Now, 


proceed down the left path and continue on until you 
see another door. Go through it and should see a stair- 
case. Go down it and enter the left door. Continue 





4 Be sure to talk to this officer before you fight the final 
boss. He will give you a bunch of useful items, including 
several Medicine 4s. 


going right but take the first left path that you see. You 
should see a ladder. Go down it and activate the con- 
trol panel to the lower left of the ladder. This will cause 
the boiler pressure to build up to an explosive level. 
Now run down and to the left and climb up the ladder 
there. Keep running through this hallway and through 
the door. Continue running and exit through the door 
located at the bottom left of this area. The creature will 
be right behind you, so quickly run up the stairs and 
down the final hallway to free- 

dom. You'll be greeted with 

the ending FMV sequence 

of the game. 


co 


You have now finished 
the main game of 
Parasite Eve. Con- 
gratulations! 
(Don't forget to 
check out all the 
boss strategies on . 
page 128!) If you \ 
reached this point in 
under fifteen hours, 
then you should real- 
ly pat yourself on the - 
back. We just hope 
you managed to exer- 
cise some self control 
throughout, and didn't 
let this guide do all the 
work for you. 

Now we can all look 
forward to Square's next 
great RPG adventure, 
Xenogears! | 
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Giant Crab 

HIT POINTS: 1,600 

Strategy: This mutated crustacean is datinnely one of 
the hardest bosses in the game, so you will have to 
rely on some strategy if you hope to survive. The giant 
crab has several attacks and each of them is extreme- 
ly damaging. Stay to his side, much like you did when 
facing the centipede boss. Just don't get too close or 
it will attack you with its claws. You should try to 
destroy its two claws first, as they are only 400 HPs 
each. After they are gone you can start focusing on the 
body. The two attacks you really need to worry about 
are its laser attack and its bubble attack. The bubble 
attack Is relatively easy to dodge, but the laser attack is 
a whole different story. When you see the eyes pop 
out of the body, the crab is preparing to do its laser 
attack. Run away as fast as you because the lasers will 
try to home in on you. If they hit you they can take off 
several hundred HPs. 

; <4 Stay close 
to this boss at 
all times and 
try to destroy 
its claws 


before going 
after its 





Triceratops 

HIT POINTS: 2,050 
Strategy: This boss actually looks more difficult than it 
really is. The triceratops only has two standard attacks, 
a charge and a lightning bolt. You can dodge the 
charges if you are quick enough and are far enough 
away from It. Keep your distance and use the gun that 
has the best range. To avoid the lightning attack, sim- 
ply try to stay in the center of it. The lightning will circle 
around you and then vanish. After the boss drops 
‘down to about 1,000 HPs, the bone plating on its head 
will be destroyed and your attacks will be more effec- 
tive. The boss will then just run around shooting light- 
ning at you. Again, keep your distance and keep firing 

until it is Hees 
>» While its 
charges are 
hard to avoid, 
the triceratops 
doesn’t have 


many HPs and 
is somewhat 


T-Rex 

HIT POINTS: 2,900 

Strategy: While quite a bit more difficult than the 
triceratops boss, the T-Rex still only has two attacks 
that you have to worry about. Unfortunately, both 
attacks can take off quite a bit of health. For its first 
attack, the T-Rex shoots a long column of fire out of its 


main body. 








-reePerr rrr rer er eer ere reer eee er eer ere ere eee ee eee ee eee eee eee eee he ee ee he el a ea ea ea ea ea eae ea ka ea ea ea ee ah ee ete ee ee eae eae ea hl el ehlurehlUurehlUmr hl ehUurehlUr hl hl hm mh hm mm hh hmm Um CU 


mouth, engulfing anything to the front and side of it. 
The catch is that the flame always misses one side— 
you have to figure out which side will be safe and then 
stand there. For its second attack, the T-Rex shoots 
energy balls that attempt to home in on you. You can 
dodge them pretty easily, though, if you constantly run 
around. Stay close to it and keep pumping away with 
your strongest weapon. Just don't use the Rocket 
Launcher—you should save that until later. Some of 
you may have earned enough experience points to 
learn the Liberate Parasite Energy attack. If you do 
have that attack, use it coupled with your regular gun 
and that T-Rex is history. 


<4 Keeping 
away from 
the flame 
attack is the 
hardest 
challenge 
when fighting 
the T-Rex. If 
you have 
the Liberate 
spell, use it. 


Eve: The Last Battle 

HIT POINTS: 6100 

Strategy: Okay, this is the hardest boss you are going 
to have to fight in this game. Fortunately, this is also 
the last time you will have to take on Eve. She has 
mutated further now and has quite a few attacks that 
you need to be informed about. First off, you should 
not even be here if you don't have the Rocket 
Launcher and the Liberate Parasite Energy Attack. If 
you don't have either of those items, this fight is pret- 
ty much hopeless. If you have both of them, then it is 
actually relatively easy. Eve's main attacks consist of 
fireballs, energy spikes, a grab, and the energy spear. 
Most of these are hard to avoid, but try to keep running 
around and be sure to keep a /ot of distance. If you get 
too close, she will suck you in and grab you. Depending 
on the type of grab, she can take off almost all of your 


> The besttip @& 

is to stay out ® 
of Eve’s 
reach. You 
had better 
have the 
Rocket 
Launcher and 
the Liberate 
spell to help 
you out! 


ere 
6i/T14 





energy. Every once in a while she will take to the air 
and throw an energy spear down at you. When you 
see that happening, start running away from your cur- 
rent location as fast as you can. In fact, it might be a 
good idea to cast the Haste spell on yourself from time 
to time. This allows you to run around much faster than 
normal. After you knock down Eve's HPs by a couple 
thousand points, a sequence will take place. Then you 
will have to fight her again. Hit her with the Liberate 
spell one more time, along with a couple more rockets, 
and she is history. 
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» hese are all the main boss characters that you will encounter during the second 
disc of Parasite Eve. Overall, they are the most difficult bosses in the game. This 
collection of fighting tips should make these monsters a little easier to handle. 





The Ultimate Being 

HIT POINTS: 16,800 

Strategy: Once again, you will have to rely on your 
rockets and your Liberate spell. The only problem is 
that you will probably run out of rockets before the 
boss Is completely destroyed. It does have five forms, 
after all! The first form is the standard floating baby. It 
is extremely easy and has only two attacks. The first is 
a energy wave that only takes off a little bit of health. If 
you keep your distance you should be fine. Sometimes 
it will do a earthquake attack that drains all but one of 
your HPs. If you're lucky, it won't use that attack at all. 
After destroying this first form, the baby will 
change into a winged humanoid-looking creature. This 
form has two attackable points, the top and the bot- 
tom. Try not to trap yourself in a corner, and vary your 
attacks between the two attackable points so that they 
will split in half. Now you have to deal with the two 
separate parts, which is the third form. The winged 
part will fly at you and cause damage, while the other 
part will shoot a powerful laser out of its mouth in a cir- 
cular pattern. Now is the best time to use your Liberate 
spell. It will automatically home in on both parts, and 
should hopefully destroy one of them. Take care of the 
last part and you are ready to face the forth form. Keep 
firing at it while running around, and eventually your 
PEnergy bar will fill back up. Then use the Liberate 
Spell. Keep doing this to destroy this form. To defeat 
the final form, keep firing and dodge those green ener- 
gy spheres. Maeda will eventually appear and throw 
you some extremely powerful bullets. They take off 
999 HPs each! You shouldn't have any problems 
defeating this boss once you get those bullets. 


14/714 id ur 








4 While the first form of the 
Ultimate Being is simple to defeat, 
it will grow more powerful as the 
battle goes on. 
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Thrill Kill 2 


EXcluSsive strategy 


ie he sadistic folks at Paradox and Virgin have |» 
been working night and day (mostly at night {7 
because it's ee to finish the first four-player «} 


sent an amazing, in-depth strategy guide 
ar Offered nowhere else. There's a lot to 
ig ‘ cover if you want to get the edge in this 










LA eve collected tips for each character as well as some combo lists. These are by no means all the 

combos in the game, however. Essentially, the combo system allows you to create your own 
combos once you learn how it works. As a final treat, we've listed the thrill kills for every character, includ- 
ing the bosses. You input a thrill kill button combination when the character is being charged for the kill. 


Dr. Faustus is based on some 
very fast, high, low, high jug- 4 
gle combos. Use his A, A, ® + 











we Oddball’s easy-to-do split 
o> path combos make 
him unmatched in a 
crouch. He has a 
bit of deception 
with some of his 
tricky moves, like 
alsa (Ul ajevenice)|| 
and somersault 
kick-to-crouch 
moves. His 
juggle 
oxo} any eyoys 
Elecmerelele 
but hard to 
do. He has 
one of the best 
attacks to hit a 





grounded player with in, 


2-Hit........... 12+0,12+0 

2 arr L2+f12+A 
4-Hit........... A [7 tie & +0 
4-Hit.......00. An), 0 

4-Hit........... X, X,l2+0,L2+0 

|| See +X XX X+0,94¢A 
5-Hit........... e 2 9 +0O-O 0940 
5-Hit........... J, A, Aha enn 
6-Hit........... X,X,0,0,0,%,%+0 
8-Hit........0! Ck e+ x oT OED 


8-Hit .......... ©O,0,X,%+X,X,X,X+0,%+A 

21-Hit........ AO,0,X,X+0,4% 4¥,%+000 
*+[()X,X,% 4% %+0 € «© o 
+ aA . * €+iQ09 





@@® the game (his sinegitlnes rkscrev 





a Move Can hit eight times 


| on a grounded player). Odd- 
ball is” si against crouch-killing characters like 
Belladonna and Dr. Faustus. 






hrows were implemented in Thrill Kill to 

ey stop players from just blocking and coun- 

tering all day. You can throw blocking players! 

You execute basic throws by pressing (1) + X or A 
+ Q while close to an opponent. 


| The hold throw is only effective in the multiplayer 
| game. Basically, you grab a person from behind while 
another opponent (or a friend in team mode) comes 

up and begins to wail on the captive’s stomach. The 
player holding the victim and the attacking player will 
both get credit for the attack. The hold is like a gang- 

up move, and it's fun to perform. If you and your 
friend get enough hits in, then it's worth doing. But if 
the player being held is good at getting out of the 
hold, it is not as useful. To execute a hold throw, 





Butt Guren 
Dance (Easter Egg)......0+O+X+L1+¢% 


stand behind an opponent and press A + ©. Note: 
Not all characters have hold throws. 


A wall throw slams a character into a wall with a lot 
of force. Wall throws are good, because some char- 
acters can combo a few extra hits and even an 
extra ground hit before their opponent recovers. 
The wall throws are executed differently for each 
character that has one. 


A swap throw switches the places of you and your 
opponent, ending with your character facing the 
opponent's back. Swap throws are very useful in mul- 
tiple player touch sequences because you can throw 


an opponent into the killer, so your enemy gets killed - 


instead of you. Press CJ + © for a swap throw. 


A combo and you are sure 
to have people upset _ are 
with you—it is easy to ™ 

do and very effective. The Doc is 
pretty strong against crouching 
players because his crouching 
flip-kick attack (L2 + ©) catches 
them off guard. He is weak 
against characters with fast 
moves (like Violet) because 
although some of his com- 

bos are fast, his recovery 

is generally slow. He y 
gets hit easily if he is 
blocked. Combos like A, 

4, ® + Aare great in three- or four-player games 
because it catches people off guard. In a two-play- 
er game, however, a good player will know to 
counter it and you may only get it 30% of the time. 








He does have some good juggle combos, but they 


aré.very advanced. To play Dr. Faustus is easy, but 
to play him well is very hard. 


re || 21240) L2+A 

3-Hit........... DA +A 

3-Hit........... Cy, £),12+0 

eS a | | l2+6,12+0,%+A 

4-Hit........... ABet+A 

4-Hit........... L2+M12+X,% *€4A .9+A 

5-Hit........... O00 GO e.¢+A %+A 

oo 3 || * ¢ PX OA € « oo § O48, 
. +s 

6-Hit........... 99 +0,00+X,%,¢+A A+ 
O44 

15-Hit ........ At eek, + 4 e+ A 


So || KXKXO7?, €+ OO OK A ©. 
eeu eaten ¢+ 

21-Hit......... LEX X,X, Xs 0, 9, * + A+ 0 » 
+4, A GxK, 0 ¢, © were ta 


Mad Doctor Kill................ Default 
Plastic Surgery Kill .......... O+L1 


Shake ‘n’ Spit Kill............. O+X+ 4 


Thrill Combo Kill.............. O+A+11+% 
Scalpel Ballet : 
Dance (Easter Egg)........ O+A+X+114+¢ 
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~ ep BELLADONNA 


Belladonna is fairly average but 
does have a few strong points. 
Her double side-kick (O, O) 

makes her good at killing crouching 
players because it can be linked to a 

Colao mexe)an)elone)m@-helU/(o aileielel(-Me lamar 

chorus kick. She has good juggle 

combos, but they are hard to do. 
Her multiplayer game stands out 

~. because her high rising attack is a 
P Maaco) Wine Masmeccan-licle cme 
_. high and low. She generally loses 


MAMMOTH 


Mammoth is great in multiple 
player. He is way powerful in 
three- or four-player games— 
with throws that build upwards of # 
30 power, he would scare any- ~@. 
one. The key to multiple-player 
games Is getting as much power 
as you can for the least amount of 
hits. Mammoth is devastating 
because he has so many moves 
that do as much damage in one 
hit as some players get in an average 
combo. If that isn’t bad enough, he isso big that he 
regularly ends up hitting three people at a time. He 
does have downfalls, though. His:two-player game is 
good but some characters give him trouble. He 
doesn't have effective long combos, he is slow, and 
he is weak against crouching players. 











COMBOS 
ve Ure oe 80 


2-Hit,. 3... +5, ¢, +, . 
5 || ¢. +X, > oe Se 
2-Hit:......3:. AA+O 
2-Hit.......6 .X, X 

7 || ee 2 +A 12+A 


CLEETUS 





Cleetus's strong point is his peck attacks. He fecov- 
ers so fast on Some attacks that he becomes very 
difficult to hit. His multiple player game is good for 
the same reason—he can attack one opponent, — 
recover, and attack another very quickly. Some of his — 


wall combos can really frustrate your opponents at 
times, and his floats are good too. Overall, Cleetus is 
@ good character. He becomes weak when you 
notice that most of his attacks hit late, and that a 
lot of his combos change heights too much 
without any split paths. This makes him very 

susceptible to counters. 


COMBOS 
2-Hit........L2 +O, 12+ 0 


a | 
St... + ¥ 9+0, I | 
+0, + *+X 
4-Hit........ OoOAA 









to characters who throw well because her crouch 
game Is not very strong. Thus, she is standing a lot. 


COMBOS 

eek css cpus *+01X 
2-Hit........... eax XxX 
3-Hit:......céés. O°, ome) 


cS || +A 094X% % €4+A 
3-Hit........... 00% €+A 


Ss 12+X12+0 % €+*X 
Stitt occ >< ve > ee eee | 
Se %*:0,0¢ «+ » +X 


| oe A A12+4%+0 
SORES xX, A, 0,0,%+0 


Srit e505 Oo A ° 

oe Oo0,0 

i 3-Hit.......... 00,4 
Sit... A 12+0,12+0 
te x, Be es 





oO +, » +A 

AHit 44+ A %4A 4A 44,940 

5-Hit ............... 4% +04 4 94+0,¢ 94+0) 
#“« eu re 

Pe aaa 00,4,12+012+A@ 8 + », 
> ae R €4G 

TAM as X,0,0,X+Ore7*+0, ¢, «+» 
+A 

THRILL KILLS 

The BIG Punch Kill... ae Default 


“ao Belt Beate aa A+¢ 





~ ADVANCED GOMBOS 
‘SHit.......0 0 A 0,0+xX,%, €+0,0 04+xX 


orO+A 
12-Hit ....... XXOOA *++A0+A % 
+0, X,X,X,X+OORO+A 













THRILL KILLS 

/ Feasting Kill ........0.0.00000.... Default 
/°™% Fountain of You Kill.......... A+L1 
| » New Toy Kill.................... O+A+L1 
Thrill Combo Kill......... 0+0+% 


+¢ 
Dy Baglin 
er aes ae A+X+L1 + 
#i¢4 





-e ey player game also 
=") =} Stands out if 


ADVANCED COMBOS 

‘£ Sieperuen <8 0740% ¢+0404 A+ 
O0+0 

lit 3%... ¥ 0 OX Dee *« one 4% 


+X, X40 4A4007+0 AA 
44+ A 4X, 4 HHA 


THRILL KILLS 
Choke the Prod Kill.............. Default 
Do It Yourself Kill.................. X+¢ 
Thrill Combo Kill................... A+X+L1 
Aneracam Dance 
(Easter Egg)............0..00000.00. 0+A+0+X+L1 





lg 


The Imp is funny; he has been designed to confuse 
people. He has some weird stuff he can do out of 
his taunt, and he has some powerful low stuff. He 
has a leg sweep that is fast and can hit three times, 
which is very.useful. The Imp’s knee is very. fast 
and can be good if used 
correctly. His juggles are } 


BS 


average. His multiple:  feey 















youusehis @ 
sweeps a : 
lot. The Imp 
is weak against pow- 
erful characters—if 
they learn his 
Style, they will 
take him.out 
wher he 
tries his 
usual 
tricks. 


COMBOS 
7 || re ve +X% 9+X 
Zam... #0 oO wo +X 4 9+0 


6-Hit .......... X, X,X,12+0,L2+A 6 3 9 4+X 


ADVANCED COMBOS 

os X, A OX, Sot, %,% +O, X, X 
+O A 4,4, 94+A 3 

15-Fit........ 07+O00A %,#¢+A0,X XX, 
12+0,12+A +4, %+xX, O04, 
¥ 9+0 


THRILL KILLS 
Stilt to the Head Kill ....... Default 
Body Possession Kill.......0+ + 
Now Who’s Tiny Kill........ A+iX+9 
Thrill Combo Kill.............. O+X+L1+¢ 
Rump Shaker Dance 
(easter Gad). .<:...... 5.555. 0+A+O+X+4 





The Sequel to the Award-Winning Tecmo’s Deception 


Through the brutal use of brainwashing, the blue skinned Timenoids had = 
for centuries ruthlessly dominated their inferior human counterparts. * 
These immortal creatures were ingenious in their plans to create a new 
world disorder, cunningly crafting armies of unwary human drones to 
infiltrate and wage war against the one race that possessed the power 
to end their reign of terror — the human. Their plan backfired, though, 
when a young woman named Millennia, brainwashed but not brain-dead, 
arrived on the scene. This is her story. This is your challenge. 


a a on * 
% 5 , ; Gastone | . 


#: Vy 





re 


. Kagero Deception II™ © Tecmo Inc. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation 
logos are registered trademarks of Sony Computer Entertainment Inc. Dual Shock is a trademark of Sony computer Entertainment Inc. 
The ratings icon is a trademark of the Interactive Digital Software Association. 


PlayStation TECMO 19260 S. Van Ness Ave., Torrance, CA 90501 
Phone (310) 787-2900 Fax (310) 787-3131 visit Tecmo at www.tecmo.com 
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Violet is_all about speed; she 
is simply a great player. Some 
of her moves and combos are 
super fast, sometimes too much 
to deal with. Her juggle combos 
are extensive. She is good against 
crouching players. She has | 
low dash attacks and she has a 
good Multi-hit. The problem is 
she doesn't do enou 


Her two-player game 






asia anlelie|® 


= 
(4p) 
' 


Vv 

she has lost. Her one saving 
e-player games is tl 
Ss well, with some 


ae . otf q 


—~ 


grace | anaalelic 
ilate il 
that catch 


ward 
Le fel UU. 








of Oo0). 
8-Hi....X, O 
ie Oe 


11-Hit .....#, %, +, 4% 4% KR EX X40, 
#+*« +» RE ee Bae 
m1 ‘Hit . as a ©, 0 O+X +AX%X% O00 
; x + J, ©. “ + » ad a 2, + i xX, Xx 
+0, ¢,¢,% 43% %94XX 


| 26-Hit ere ‘A ® + fe 0,0,0,x+0, %, 40% 
sail ee AA 


> a *#R ©€4+XX4+O0 €, *, & »®, 
+X xX 





Twister Kh 35: Pen eos Ss eae 
Thrill Combo Kill..........0...... f+.04+k1+ ¢ 
Snake Dance 















ped) 


Tormentor is a well-roun ined. charac- 
ter: He has a bit of strength in.almost 
every area, but nothing that really puts 
him over the top. If you want a charac- 
ter who takes skill to play but canbe & 
good in all situations, he is yourman. . 
He is not really weak against any 
character, but he has to W fork for all Pea 
of his wins... yy 


S-Hit....5:0%, OFA, % 4+ X 
3- Me 19 + oe L2. 


p= | epee L : 
4-Hit... 












This is your eects gain the ability to axacute a + kill 
You need to enter the desired Thrill Kill button combina- 
tion when your character is in the charge-up animation. 





hen characters max-out their Killbars 
and gain the power to kill, the next step 
is an easy kill. The control for the killer changes 


_ some, but the control for the opponents stays the 
| same. The opponents (or potential victim candi- 


dates) should try to avoid the killer in order to 
survive to the next round. 


along a combo mathe For ete say 


ae you tty PVooiaaleen aciechienaaeies long—the first two 
moves are high and the last three are low. Someone 
could counter at move three, when the height change 


occurs. A split-path combo gives you an alternate 
_ route that continues at the same height, but the same 
height route can Sy ieee or countered normally, 


5-Hit ......:....X 
| SRI ee 4 
5-Hit...........), 0, > + 4. A, 
|| eee A or A AN 


ope 
X, C 


’ ' 





ita weawalal Viielat: 
Viens 4 nViITSL) 
kk 4 JiVitevV 


13-Hit.......... ee A 2 Oe OF ©) 


LS, Guaeucs, 


» O9+0O 
Po ee ee X, X,.O, X, + A, &, 4, % + Z, X, 


LK OT) +A, & © 4) t+ KX 
Cy ee + et Kew A 


Chain Decapitation Kill ........ Default 

Body Splitter Kill... eo A+0O 

Raising Hell Kill .............. ese 

Thrill Combo Kill... O+X+Ll+¢ 
Fever Dance........................... O+A+O0+1X+% 


You can do a few things to avoid being killed, but it is 
hard. Just remember though, if you didn't lose the 
round, you would not be in this situation. Next time, 
ut yourself in the position of becoming the killer. 
Ru inning (actually dashing) away isn’t much of a solu- 
tion because the killer will eventually catch up to you, 
but it can buy you some time. Remember that you 
can stil attack and throw the killer. Run for a while 
and when the killer starts to get close, do a long- 
range attack. You'd better hope it doesnt get 
blocked, because then the killer can na you betore 
you recover. Mix up your attacks high and low. If the 
killer gets too close for a long-ran ge attack, try to 
counter, At this point though, your chances of suc- 
cess sfull Wansscvers]@)] aye are slim. Countering is hard and 
you have ie guess which button the killer will use. If 
the killer is kill ng nite a punch | button, you have to 
counter with a high counter (C1) + A). If itis a oe but- 
on attack, counter with the low counter (X + O 
You can swap people into the killer, \ pes is a 
eat itimate defense. If the killer is getting dee iconeley 
with a nearby player so that character get 
d. You can get into a group, but only do this if the 
is after you personally. If you get into a group, 


you Nave a two-in-three chance of survi\ ving. 


nter w fies) 























B eri it's frame 5 yer! rtainme of course: 


~~ 





Launching) a whole’new era inPlayStatio © gaming, you 
simply hold it in your ‘hand; and (point. at a Screen — it's)point- 
and—clickAwith one-handed attitude. 


With new features’likeyaPause Button” that 
allows you'to’stop games even if they dont ave a pause fimiction: 
you can grab a snack and come on backi— you play the game, 
instead of, it/playing*you. And, it has new telemetry 

far, beyond the capabilities of infrared, allowing 

‘ 7 even more accurate|contral for easier, more responsive 
game play. BasicallySyoujcontral ‘the |action better for. 
wr greater gaming (satisfaction. Oh yeah, and\with)its 
es : you 'can!move away’ fromthe screen: Your, 

eyes can relax, While your senses are filled and thrilled:to the max. 









+ 











So whether you sit or stand, you better hold on. Get stung by the Scorpion from 
ybertainment, and behold an experience that has no antidate...and no equal. 








www.cyber— al ment.com DAU TUN!!! [here is I urate ction trom the Sc ig! ion...Consult vo fr Goctor perore playing. 
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T he bosses are great characters (some 

people may think a little too great). They 
have some powerful moves, and you might not 
want to play against someone who thinks play- 
ing powerful characters is unfair. 


Marukka is about power and speed. Her combos are 
not all that extensive, 

believe it or not, but fn 
she has enough to f 
make her effec- 
tive. Her kick on 





X not only hits ; 4° “Eadie ‘el 
ES Cmts y Fa f* iL 
almost any hi; | Bee | 4 
othermovein [# Z, a gl 
the game, it - & a < 


hits far. She has 

a throw from a fly 

attack that can 

grab characters 

quickly if they are not expect- 
ing it. One move Is like a Stun, 
only better—it turns people to 
stone and you can do regular 
combos out of it. Use the 
Breath of Stone move a lot and 
find stuff to do off of her X kick in two-player. In the 
multiple-player game use her Wings of Fury (half-cir- 
cle + A) to keep opponents from ganging up on you; 
it is also useful to keep one opponent at a comfort- 
able distance. 





a 


Mouth Full of 
Melon Kill ....................... Default 

Deception Kill................... X+L1+% 

It's Better ina 
Hell Hole Kill................... O+X4+l1+¢ —| 

Thrill Combo Kill.............. O+A+O04X%+% 

Thrill Her Dance ae 
(Easter Egg).......:............ O1+A40+X4114+% © 





If someone throws 


positions but do not work 


‘ou miss with your counter 
to attack during the last 
inter animation. 


- The Re-Arranger Kill................. AN+X+4 


— (Easter Egg) Peni Scans O+A+0+X+ 


Cain is a good distance 

player. He is great in 
multiple-player games and 
average in two-player. Use 

his flame attacks (like half- 
circle + O) at a distance to jy 

hit grouped players. If they ¥ a 
decide to come after you, mix J 1 
up the timing of your flame << — — 
attacks and they'll fight a los- 

ing battle trying to get close. Don't forget that he has 
high- and low-hitting dash attacks. 


ee, 


Blessed with Fire Kill... 





Light a Match Kill. 
Let's Be Friends Kill......... O+X+L1 
Thrill Combo Kill.............. O+A+¢+4 
Chant Dance 
(Easter Egg)............0....... AN+X+L1+%4+4 













Judas is very hard to” 
because he flips styles as h 
flips sides; you need to 
memorize which side uses 
/\ and 0 versus the side that 
uses X and O. He has some 
cool combos from each side, and 
he is very powerful. One side is a 
boxer and the other is a karate-style 4 
fighter. The boxer is good in multiple 
player games because he does more damage. Use 
the karate side in two-player games because his 
attacks mix in high and low hits. Either side has a 
Multi-hit attack that.is useful on fallen opponents. 


=” 





Default 
Stretching the Limb-it Kill......A +O+X+¢? 
Thrill Combo Kill... 0+04+X+L1+¢ 
Running Man Dance 


LT +9 











STRATEGY 





+H idden secrets abound just under the 

surface of this fighter. Thrill Kill has 
playable bosses, hidden arenas, and hidden 
outfits for all the characters. 


Cain is unlocked by completing the Arcade Mode 
on medium difficulty. Once you complete Arcade 
Mode, Cain will be accessible from the character 
selection screen in all modes of the game. 


You can unlock Judas by completing the Arcade 
Mode on the hard difficulty mode. Once Arcade 
Mode is completed, Judas will then be fully 
accessible from the character selection screen in 
all modes of the game. 


Marukka is unlocked by completing the Arcade 
Mode on the very hard difficulty mode. Once 
Arcade Mode is completed, Marukka will be 
accessible from the character selection screen in 
all modes of the game except Arcade Mode. 


~ Complete the Arcade Mode on hard difficulty 
to unlock the Sacrificial Ruins arena. Once you 
complete Arcade Mode, the Sacrificial Ruins will 
be accessible from the arena selection screen in 
Versus Mode and Team Mode. 


You unlock the Dante's Cage arena by completing 
the Arcade Mode on the very hard difficulty. Once 
Arcade Mode is completed, Dante's Cage will be 
accessible from the arena selection screen in 
Versus Mode and Team Mode. 


Each character has a secret version that you 
must earn before you can use it. These are main- 
ly just different outfits, but they do have a little 
more to them than that. You can unlock the char- 
acters’ secret versions by completing each one's 
moves in the Practice Mode. Once this is com- 
pleted, you can then select the alternate charac- 
ters from the character select screen in any ver- 
sion. Press and hold L1 + L2 when you use X to 
select the character. 


You can unlock the Gimp by completing the 
Practice Mode with all eleven characters. Once 
Practice Mode is completed, the Gimp will be 
accessible from the character selection screen in 
the Practice Mode only. In order to select the 
Gimp, you must hold L1 + L2 + R1 + R2 and then ~ 
press the X button when selecting your opponent ~ 


(any character highlighted). 
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Face it—youre a Code Junkie. You need 
every new PlayStation cheat and password, 


and you want ‘em now. Dont worry, our 
sources are the best. Stay connected with 
PSM and your supply will never go dry. 


_. WWF Warzone 

en. The codes are starting roll in for this latest wrestler, 
it- and these are just the first of many. They include the 
cheat menu location, some Easter eggs, and some 
extra outfits. 


Extra Outfits for Stone Cold 
To access Stone Cold Steve Austin’s extra outfits, you 
must first beat the game with him at any difficulty 


shoulder button while selecting Stone Cold: 
Ih 


ntering a code you cé ut to t 
reen and enter another code. For those 
hree characters you need to put a space 


st letter. 


L1: Regular Outfit (black tights) 

L2: Alternate Outfit (tights and 3:16 vest) 
R1: Extra Outfit 1 (jeans and 3:16 vest) 
R2: Extra Outfit 2 (jeans and 3:16 shirt) 


Big Heads 
beating the challenge mode with the British Bulldog. 


No Meters 


Challenge mode with the Undertaker. 


Cheat Menu 


____ to descend to the basement. The codes will appear 
Fucky, poem here as they are unlocked. 

one. You make : 

bothtine i= _ Outside Interference 


Just like in real-life WWE wrestling, a wrestler can 





o 


Our favorite! Open this option in the cheat menu by ° 


Real wrestling doesn't have health meters, so why - 
should the videogame? To turn off all meters, beat the ° 


_ call for help from another wrestler during a match. = 


level. Then, to choose an outfit, hold the appropriate : 


Be warned, however—although this may sound 
tempting, you will be disqualified at the end of the 
match. To call for help, press L1 + L2 + R1 + R2 + the 
appropriate button combination for a given wrestler. 
Try this in the Vs. mode. 


> Wrestler Button Combination 

- Steve Austin............ L1+12+R14+R2 + # + Kick 
*Faaroog. L1+12+R1+R2+ * + Punch 
x Mankind ................... L1+12+R1+R2+ *% + Tie Up 
e Ahmed Johnson ....L1 + L2 + R1 + R2+ # + Block 

* Ken Shamrock......... L1+L2+R1+R2+ # + Kick 

; Kane... L1+L2+R1+R2+ # + Punch 
> Thrasher 2:2... L1+12+R1+R2+ 4% + Tie Up 
- Mosh. L1+L2+R1+R2+ * + Block 
> British Bulldog ........ L1+L2+R1+R2+ + Kick 

* Shawn Michaels .....L1 + L2 + R1 + R2 + © + Punch 
; BretHart:. L1+L2+R1+R2+ + Tie Up 
> Owen Hart.............. L1+12+R1+R2+ * + Block 
* The Rock ...........0..0.... L1+12+R1+R2+ % + Kick 

». Goldust..oc.458 L1+Ll2+R1+R2+ % + Punch 
: Triple H..... cc L1+L2+R1+R2+% + Tie Up 
- The Undertaker......L1 +12 +R1+R2+ % + Block 


Cheats will appear in the hidden cheat menu as you : 
earn them. You access this hidden menu by the eleva- ° 
tor. As the elevator is going up, press L1 then press R1 : 





TTC eee é. 





-- With a little help from your friends backstage, 
you can really pummel the hell out of someone. 





E> very month we look for at least one code that totally blows open a game or takes its fun fac- 
‘ tor to a whole new level. We are pulling out those exceptional codes and cheat gems and 

: awarding them with the dubious honor of Code Fix of the Month. Look here for the hottest of the hot 
° codes for the best games each month. 





Code Fin 
of rhe month 


- main menu, then press *, %, ¢, 


“Forsaken 
_ The Hidden Cheat Menu 
_ Finally, the elusive cheat menu is exposed! This hid- 
den menu will allow you to select any level, turn on 
_ invincibility, and give yourself all the weapons in the 
game. You can also turn off your enemies’ fire so they 
just sit there like a sack of pota- 
toes while you blow them away. 
Highlight Options from the 


-», Now enter the Options menu 
and you will see a new Cheat 
_ Options menu. 


"> First enter the code on the main 
menu with Options highlighted. 








"> PICK MEU TEM 
HNO PRESS © 10 SELECT. 


i e -_ 2 a ’ r 3 SHOULD MOU RE 
CLORAL OPTIONS ; DOING THIS? 
CHEAT OPTIONS 


; SCE T: LL. 

> ) TEAPCc OF AAe 

: z HAVE ALL APO. On 
° P AWUL NERA NY 
; STOP ECMEKtS Fimins, ON 
. is 1 abies salt 


OR Tre “ 


: Ps hi ae wi 7 iii 


Bowe 
Ciaeccrs. AM 
Psrtcc Ons . é 
Lt eel 


peeeeneen ae 






Pwr 






§ OL erT 







, Seri 
he LYE: 
Ate ae 

VEAL 
catotts : 
a 

lg te MER OP TiCrKS | 


S cateneenemenennnennt 





a 


Sy eee ee 


Once inside the Cheat Options menu you can select any 
level, access @il th@eweapons, turn on invincibility, and 
stop enemies from fing at you. 


a 
x 





“ Now enter the Options Menu and you 
can select this hidden cheat menu. 


ananassae rngmshimains nhan--nfsinmgtins nein Sagi tna aa ams nnaasiindns nai 
aay a; Re ape 


S z — ae aa canna saan oe 
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Cc 


ae 

“sound” 
6 AUSIC VOLUAE & 
¢ (eee) 


FH VOLUPE 
‘es 


© SELECT © BdCK > CONTINUE 















_ Grime Killer 
_ Level Passwords 


_ So you are playing this game and you are wondering if it's all just driving around shooting, with almost no point to 
it. With these passwords you can skip around to see if any of the other levels have anything interesting to offer. 
_ Unfortunately, you will probably be disappointed. The wing levels are kind of cool, though, at least at first. Enter the 


2:FLUFFY — Harold's 3: PILLOW 


Leisure 1: TRICEP 
Leisure 2: IOTION 


Runaround: SPLASH 


P CHARACTER SELECT 


COURSE SELECT 


< COURT 


REGULAR a 


jountry Clubs 


_ following passwords on the password screen, which is reached from the Main Menu. 


tevere:.. 0,61, X,4,0,X,4,0,A, 
teva s......0, 0,1, X, 4,0, O, O, O, 
Piers = 6 6O.0.0,4,0,0,0,4,0, 
aevels ._ 4,0, 0,0, 0,0, 0,0,0, 
Level o.., eT 2 OO, X, X, X, 
la? 6 0.0,0,0,0,x,4,0,0, 
Levels.......4, 4, U, X, 4, 0, X, 4, O, 
Laval 9. xX, X,4,0,0,X,4,0,4, 
Level 10....0, 4, 0,0, 0, X, 4, 0,0, 
Level 11....(0, 4,0, 4, 0, 0,0,4, 0, 
bevel 12..0,4,0,4,0,4,0,0,4, 
levee =X XA 0 0.00,x, 
Level 14.....X, X, X, X, 4, ©, 0, X, X, 
|. & AK 4,0,5,4 





fpooxaorppxad 





b 
ela x 


TAOS 


Cancal 
Enter leg Passware y 


| 
| 
| 
t 
H 
| 
| 
| 


«Find the password screen then enter the passwords to 
EEL LEE 


Leisure 3:HIPHOP 
Residential 1: KENNEL 
Residential 2: BARREL 


| een prs 


























Cove JUNATES 


eed help ona aol then call thé people who 

made it. For your convenience, we've gath- 
ered the following list of tip lines for PlayStation game 
publishers. Most of the numbers are 900 toll calls, so 


be warned—they will cost you. If you are under 18, 
ee should get tag! from whoever pays the 







k it out—PSM's new tip line is the only place 
access the Code Junkies’ Bible in its entirety—e' 
e for every PlayStation game created! If its not F 
sn't exist! PSM's tip line also has the most co 
hs and strategies for the latest game 













5 aed seksi a 
sehweae POP HHR EOP PNR ete m he nN Ne soe h Ney 


Atlus jeu ed 714) 850- 2351 
SAGG (310) 926-0947 
NE sssssseieeee415) 330-0600 


eveeees te tee sheen 


Capcom ............. . co eto, 
Crystal Dynami... See 
Data East......... stivsesbavecbeone oe 















ee ee 
Emcronic AS (900) 288-4468 
Fox CUteractive nn nescseos oo. UNE 0436 





m0... (847) 215-1811 


| KOEI = (415) 348-0500 : 
a (510) 933-5630 
WUDTODIONO «nian (900) 773-HINT 


Sb ag Btdaatl seessneeseensnvses mE aasstace 


ae Sete e ewan ennenenes ve wee 


PEMA 555i soi ticcoses uiiddia cooel weny 428- 1 cB 
PRIMM ec cia ip uunucuruon, (900) 976-4468 


PROMO DONE sisi cis osciioness. -s1++-4908) 475-4801 
SCEA....... oe fe ee ee ene 933-7669 cae 


Sierra... Se cs ( oe 
“[@O0)G95-GAME_ 






anes Sruuatone Sine (408) 737-6800 
Bea illvanunuacines (408) 453-9828 







a. —— 787-2900 
ssennninnnensnncnnnsf 00) STOHINT 





ok (310) 392-3243 | 
(800) UBI-SOFT 
(900) 288-GAME 
..(303) bans 9 






















La 


ines. 801aa78800tf 


Infinite Shields for Motorcycle .......... 8019ce5000ff 
Infinite Giietds tor Plane............c%.. 801 a054000ff 





Ony On Ore Shot Recorae ae ae. 8018cf180001 





~ Get Out of Jail Free Key..........s.ccc.0.-- 8002c45e0001 
alege og ee d002c2f00000 
. 8002c2f0Tf TT 
Exe BONUS COHIS .......... ee 8002c4420063 
_ Infinite Pistol Ammo...................... 80024506300 
__ Infinite Machine Gun/ 
ROCKET AITIMNO oi eee 8002c4526363 


| Infinite Flamethrower Ammo............ 8002c4540063 
























e Plus: Chokey City 

le to jump through the fence and the 
r will open in the ground near the 
track. Make sure you collect the first 
Slide (Orange, Green, Red), then go 
or. When you enter the bonus area, go 
er of the hill to get the last part of Glide, 
e hole in the wall, and get the secret car. 





ungal Freeway 

vall you'll find two rock buttons that you 
your car. In between these two but- 
t you can then push open to enter the 
ollect the Ghost power-up, then race 
. as fast as you can, recharging Ghost 
The secret car is at the end. 





dy Siloway 

dy Slipway you will find several tomato 
arious colored tomatoes on them. Hit the 
order of the rainbow (red, orange, yellow, 
/iolet) and a door will open in the wall. Go 
Joor and enter the secret area. Inside you 
beetle to the finish line, which in turn will 
t Ghost mode and get the rainbow gate. 
activate the huge platform in the center of 
sing it to rise up. Ride it to the top for your 














xpnoxpooe o> NO * > OO & 








infinite pam To ae 8010915c869F 


801¢c915e0001 
Al VVG@EIIONS icc tis cscentnceersscs 801¢9140ffTT 
Infinite Health In Battle... cee 800c0f04001¢ 





800d985c0101 
800d985e0101 
800d98600101 
800d98620101 
800d98640101 
800d98660101 
800d98680101 
800d986a0001 
Have SO CO voce voeeecesess 800d88ac0063 


Road Ninja: Frosty’s Park 

A secret path is in Frosty’s Park by the snowmen. The 
secret is to look for the black path just above the snow- 
line. Drive up this path and through the rainbow gate. 
This will cause a snowman to melt and open a tele- 
port. Go through the teleport to the Crystal Caves. 
Touch the crystal wall behind the teleport and it will 
break. Then collect Ghost and go through the “No 
Entry” sign. To collect your car, press the button you 
find on the wall and then go through the hole it makes 
in the lower right corner of the crystals. 

< The Road 
Ninja is one of 
the more 
advanced cars 


you can find in 
the game. 


ROAD MINJA 


@ eacw 


Team Losi XX4: Up “N” Dune 


Collect Ghost mode and then enter the elevator. Exit : 


the elevator at the top and go through the rainbow 
gate. Go back around and get Ghost, then enter the 
elevator again. A new passageway will take you to the 
bonus area. In the bonus room you must ride the plat- 
forms to the top and push the buttons until they turn 
red. Then ride the newly activated elevator to the 
secret car! 


Outlaw: Run Down Town 

First you need to collect the Ghost power-up. Then 
push the button behind the glass located next to the 
blue flag. Go to the animated yellow and black wall by 
the button and enter the space that has just opened. 
Hurry because you have very little time. Once you are 
inside, go through the back of the teleport gate and 
keep going until you go through the rainbow gate. 


> Then return to ove track and go Me the new gate 
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ine... ow 80075D6805DC 
30 OSD HDC 






SF 800a961 60082 
a 800aaeaa0082 
Enable Theater Mode....................... 30097f260003 


EnabieniMoves................. 8009 7efstttt 
80097 efafttt 
8009 7efcttff 
Enable Ball Mode ...........ccsccccececccees 30097270003 
Enable All Characters..........ccccccce. 80097 efOftft 
80097 ef2001f 
80097ef60005 
Enable Tiger Character............cccec. 80097ef40382 


your new Car. 





Chupacabra: Way of the Bugy 






xponoox eo DOx & OO x 


roo 





inside the dojo. If you've aie coin: 
° secret cars, you can push the wall. do 
* secret Chupacabra car. 





& Some of the tracks aren’t available until you beat the 
° first Championship circuit. 
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RISIT... 


ae 


Brand new Brunswick Skins Game format Intelligent bowler and crowd reactions 


\ 


713 Brunswick ProStaff™ Bowlers State-of-the-art physics engine for 


unbelievably real pin action 


\on 


e Multi-player up to 6 players 


PlayStat 


Cosmic Bowling™ 


Coming in September 


rr 


we 








THO 
0 me eo 


www.brunswickbowling.com | | | : | . </ WINDOWS 





Brunswick is a registered trademark of Brunswick Corporation. Cosmic Bowling and ProStaff are trademarks of Brunswick Bowling and Billiards Corporation. Brunswick Circuit Pro Bowling is a trademark of THO INC. ©1998 THQ INC. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc 
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4 Chris went wild this month and proclaimed himself “King of the Mailpeople.” Psycho. 







































| have a question for you. | am one of 
the biggest Mega Man fans there is. | 
have some of the Japanese Mega Man 
toys and Mega Man 8 and Mega Man 
X4 for the PlayStation (of course). | can- 
not wait for Mega Man Legends to 
come out here in the good ol’ United. 
States. | was visiting my grandmother in 
sunny California, and she has the orig 
nal Nintendo system with Mega Man 
This brings me to my question. The fst 
two installments of the upcoming NeWwe™ 
Capcom series, Capcom Generations 
are 1942 and Ghosts ‘n Goblins. Do you 
know if Capcom has any plans for any of 
the other Capcom Generations to fea- 
ture Mega Man games such as Mega 
Man 1-7 or Mega Man X1-X3? | think 
Capcom would be making a giant mis- 
take if it didn't include the Blue Bomber. 
If it isn't, | want to encourage all of the 
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- Danny DiBlasi, age 13 


11 Elsie St. 
Everett, Massachusetts 02149 


_ Favorite Genres 


Demolition 
Favorite Games: Vigiiante 8 Gran Turismo, 


Need for Speed 3, NFS: \V-Rally, 2extreme 
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Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 


Brisbane, CA, 





94005. Or even better, if you 


have access to e-mail, you can reach us 
at psm@imaginemedia.com. 


Mega Man fans who read this to write 
to Capcom and show everyone there 
how many people really like Mega Man 
and how he deserves to be a part of the 
Capcom Generations series. 


Jason Sylvia 
Foster, Rhode Island 


B= STEVE: Well, Jason, it’s nice to 
hear from the Mega Man fans out 
there. Both Chris and | have been 
dedicated fans of the Blue Bomber 
ever since the first game came out 
for the NES. Since then, | have pretty 
much played any Mega Man game | 
could get my hands on, including the 
ones on GameBoy. 

, we probably won't ever be 
seeing a classic Mega Man coll 
tion on the Pl +> because “of 
this one le fact: it is a great 
idea. It seems that pretty much 
every great idea gets overlooked in 
this industry. Besides, the contents 


Sadly 


sim 


of the Capcom Generation discs 
vere decided by the Japanese gam- 


ation via online voting, and 
77 Was not even really con- 
) well, at least we have 
an Legends, which is a nice 
the series. Let’s just 
hope Capcom releases more Mega 
Man games for the PlayStation in 





for 


near future. 


| like great concepts and graphics in 
games, especially the Jomb Raider and 
Gran Turismo games. | also really like 
the retro trend that has been happening 
lately. | was especially surprised to hear 
about the CD with Aiver Raid, Pitfall and 
Kaboom on it, which you mentioned a 
few issues ago. Do you know when it's 


Fantasy 


Quote: “Life sucks...then you die” 


f 


Tactics, and everything Fina! 


i 


FFVIL Wild Arms, FF 


Donnie Cason, age 13 


17493 Four Gate Ln. 
D.J. Sehorn, age 11 


2333 North Calvert St. 


Quote: “Cheap games suck! They're too 
Baltimore, M 


easy to beat.” 
Orange, Virginia 22960 


Favorite Genre: RPGs 
Favorite Games 





rviand 21218 


Ay 


coming out? Here's an idea: Why does- 
n't PSM do a feature on retro stuff that 
iS Out Or Coming out soon and talk about 
why they were popular then and why 
they are popular now? | think it would be 
rather interesting. Hey, with your influ- 
ence, you should get them to release 
Berzerk. What do you think? 


Kevin Totey 
San Diego, California 





4 Activision Classics should be coming out 
this month, Kevin—Kaboom and all! 


be BLAKE: I'm a huge fan of retro 
games myself (in fact, | just got my 
first full-sized arcade game—Altered 
Beast! WOO HOO!) and | agree that a 
retro feature would be pretty cool. 
We'll have to see how the trend con- 
tinues. The Activision retro pack will 
be out in October and I'm already 
trying to figure out a way to hack a 
yaddle controller for Kaboom (one of 
favorite games of all time). It's 
surprising how well some of those 
old games hold up over time. | would 
to see a release of Berzerk, but | 
e no idea who owns the rights to 
game since the company that 
nade it (Exidy) is no longer around. 
(Letters continue on pg. 136) 
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Isaac Herrera, age 13 


gun 


Quote: “It's time to kick ass and chew bub- 


lo 


| 
| 


Favorite Genres: RPG, Action/Adv., Fighting 


Favorite Games: Fina/ 


liglele(s, 
Favorite Genre: Actior 


mevaite 
Favorite Games: 
Baseball ‘99 


® 
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THis MONTH'S TOPIC: 
That Funky PDA 


ony’s new Personal Digital Assistant (PDA) 

has a tiny, black-and-white screen. The res- 

olution (32x32 dot monochrome 
LCD) can display only the simplest 
graphics. It can't play a very com- 
plex game by itself, and it can't 
even begin to approach the simple 
_ power of Nintendo's GameBoy. But 
believe it or not, this seemingly 
~_ wimpy little trinket has the potential 
to pe pone videogames as we 


~ look cose you u'll see it's much 
‘more than that. The key to the 
PDA is that it’s made to work 
in conjunction with Play- 
Station games. In effect, it 
allows you to take a small part of 
your game with you when you hit 
the road. It's this interface with the 
games that has developers drool- 
ing over the possibilities. 
But that's the tricky part, isn’t it? 
The PDA Is loaded with potential, but 
aside from the same few examples 
that Sony originally suggested at E3, new 
ideas on exactly how to use the PDA have 


Cis osowne 


“dumb” and “immature” compared to PC gamers, 


and they probably always will be. At least Sony and : 
PlayStation owners are trying to put an end to this : 
unfair name-calling by making more mature games. | : 
: gamers are dumb, too! | also 
Fantasy Tactics and say that it is too easy or simple. If 
PC gamers took the time and looked at some of the } 
games for PlayStation, they'd realize that we're just as 
: agame to the PlayStation, 
: then don't, no one Is forc- ¥ Me 
: ing it to. But don't go arid \Faek. 
: change the gameplay all , 
: around, making them 
I'm a 29-year-old avid PlayStation gamer, and | also ; 
have a degree in electronic engineering. It makes me : 
angry to hear that PC game publishers would assume : 
anything about the PlayStation crowd. | mainly use my : 
PC for business applications and the Internet, and pre- : 
fer to leave games for the PlayStation. Also, the : 
PlayStation looks fantastic on my Sony KX-2501 mon- : 
itor, and sounds fantastic going through a pair of AR : 
speakers with 400 solid watts of power backing them : 


dare any “smart” PC gamer to play games like Final 


smart and mature as they are. 


Derrick 
grdl@zoomnet.net 





RELIEVE IT OR NOTs 
THIS SEEMINGLY 
WIHNIPY LITTLE TRINKET 
HAS THE POTENTIAL 
TO REVOLUTIONIZE 
VIDEOGAMES FAS We 

KNOW THETI1e!4 


Console gamers have always been stereotyped as : 





Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 
invite debate, so please drop us your opinion on this month’s topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put “Pause” as the 
subject heading). We will run the best of your responses here in this section. 


been slow in coming. Here are the uses developers : 
: RMoral5848@aol.com 

for “virtual pet-type” applications; and for sending : 

: It seems to me that game publishers should look at 
infra-red link. But is that really all we can come up : 


with? No doubt, several developers out there have : 
more cool ideas, but everything's ; 


have come up with so far: for planning your schedule; 


messages to other people's PDAs using its wireless, 


still top-secret for now. It is rumored, 
however, that Final Fantasy VIII will 
work with the PDA, possibly as a 


from your PlayStation. Now that 

would be cool. 

_ Here's where you come in. want 
.. to hear your opinions on how we 



























What types of games do you think it 
i will work well with? This is your 
chance to help the industry come 
up with the answers, and you 


link. As always, I'll take your most interest- 
ing responses and print them in this space 


include your name!). 


that with your PC. 
Please do not downgrade my games. Instead, 


ing with no replay value. Who would buy that? 


Robert Scott Balan Sr. EET. 
(address withheld) 


If PlayStation gamers are dumb, then 
why did Eidos bring Final Fantasy VII 
to the PC? | guess those PC 


noticed Resident Evil on the 
PC. If a PC games publish- 
er doesn't want to bring 


ioe 
ph 


y 
¢- 


into kids’ games. 





e 
3 
» Sure, the majority of 
PlayStation games don’t 
require too much in 
the brains depart- 
ment. But that 
doesn’t mean we 
can’t handle 
more complex 
games, okay? 


can we use the PDA. What haven't 
‘the corporate bigwigs thought of yet? : 








Ler: 






(no name given) 


the PlayStation in the same way that network pro- 
grammers look at TV. Adults and kids alike are able 
to find something that they enjoy on television, and 


: sometimes it's even on the same channel. Imagine 
: if network programmers mistakenly thought adults 


: only watched cable shows. That's the equivalent of 
way to breed Chocobos while away : 


a games publisher believing that intelligent gamers 


i only play PC games. So to “dumb down” games is 
: an insult, and in doing so you ignore a large market 
: of consumers. For those game programmers who 
: see the big sales of “dumbed down" games and 
: believe that this is the true market to stay with on 


the PS, let me tell you something: I'm a 32-year old 


: with a college degree, and, yes, | enjoy watching 
: Scooby-Doo, just like a kid. But | also enjoy watch- 
: ing Law & Order. That's my opinion, but you're wel- 
: come to it! 

never know, game developers : 
may be listening. When work- : 
ing on your ideas, keep in : 
mind these specifications: : 
the PDA has five buttons, a : 
battery, and that cool infra-red } 


Michael Emery 
MnofMystrE@aol.com 


| don't believe that console gamers are dumb. I've 
played videogames for 10 years now, and | believe 


: I'm smart enough to conquer even the most complex 
: games. Developers need to learn that we are equal, 
(just please try to be brief, and don't forget to : 


and should treat us that way. | know that the publish- 


: ers are trying to please us, but when you call me 
: dumb, prepare for a mighty HADOKEN!!! 

m CHRIS SLATE ; 
: Mario Lebash 


4 ? Harrisburg, PA 
up. Have fun trying to set up your living room to do : 


: My, my, my, how the mighty have fallen. | haven't 


: seen a REALLY decent PC title in years, and those 


show some innovation and make them as close to the : publishers have the nerve to think of us as infantile, 


original as possible, because “too easy” means bor- uneducated simpletons? If they think the PS is a kid's 


? toy, well then, it's the best damn toy on the planet! 


‘Bruce Donivan 
donivan@ntl.sympatico.ca 


































lm CHRIS: Hear that, devel- 
opers? Just because we 
play Crash on our Play- 
‘Stations, that doesn’t mean we can't 
handle the more strategy-based PC 
/ titles. Sure, action and racing games are 
still very popular with the console crowd, 

_ but maybe that’s just because no one’s show- 
ing us anything different. We've got to keep 
the games on the Play- 
@ Station fresh, with new 
A (and yes, even more com- 
plicated) ideas, instead of 
simply rehashing the same 
stuff over and over. 

Don't under esti- 


mate us just be- 
cause we paid $150 


instead [—) 


22 


Vv.@ 
of $1,500. 








LETTERS 


(Continued from pg. 134) 

| don't know if any other readers have 
written to you about this problem, but | 
thought | would anyway. | was wonder- 
ing if it was necessary to spend so many 
pages of the magazine on strategy 
guides. Obviously, PSM has to have 
strategy guides in order to be able to 
compete with the other so-called 
videogame magazines out there, but | 
feel that you are occupying too many 
pages with them. These are pages that 
could be filled with news, previews and 
more features. The only reason | men- 
tion this is because a lot of the games | 
see being covered in the strategy sec- 
tion are not ones that | would normally 
buy, and | consider myself a pretty hard- 
core PlayStation gamer. How do you go 
about choosing the games that you 
write strategies for? | still feel that you 
should have a couple of strategies each 
issue, but they should be focused on 
the one or two really excellent games 


1. First off, | purchased the Dual Analog 


Controller a few months ago, but now Sony 
went and replaced this_product with the Dual 
shock version. Is Sony CEA going to incor- 


porate some sort of trade-in for those 


of us who were loyal enough to buy the | 
analog pad early on without the feedback fea- 
ture, or are we going to be left out in 


cold? Surely, Sony can't expect us to g 
and pay another $30 for the 
newer model. Is this all = 
some sort of scam by 
SCEA so that it could get 
a few extra bucks off of 
the die-hard PlayStation 
supporters? | hope you 
guys at PSM can get 
some answers out of 
Sony on this subject. OK. 
Moving on. 

2. In the March issue of PSM, 
you answered a letter suggesting 
that you package a game demo 
in with PSM once in a 
while. You replied that you could- 
n't because Sony would probably insist 


on having some control. What exactly does that mean? 
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Evil 1-2, Oddworld, FFVIl, Crash 1-2 
— Quote: “Don't trust anybody!” —Steve 


‘ 


"Stone Cold” Austin 
Favorite Genres: RPG, Strategy, 


Chicago, Illinois 60616-2521 


"p> Sara Tsang, age 14 
2810 S. Wallace 


Action/Adventure, Simulations, Dating 
Favorite Games: FFV//, Chrono Trigger, 


being released each month. What do 
you guys think? 


Greg Woodson 
New York, New York 


| disagree, Greg. Strat- 
egies are just as important as 
reviews or previews. Quality strate- 
gies for the hottest games are what 
keep an issue of PSM on the coffee 
table longer after the month it was 
released in. At PSM we try to cover 
the hottest games, but not all these 
games always need a strategy. Each 
month we take a look at what is 
being released and decide out of 
those titles which ones require a 
strategy. Then out of those we have 
to figure out which ones people will 
be interested in. I'm sorry if you 
haven't found many of the previous 
strategies helpful, but you never 
know—you may pick up an older 


If Sony were to give demos to 
PSM readers, would it be any dif- 
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game that you will desperately 
need a strategy for, and luckily one 
of your back issues has the com- 
plete walkthrough. 


when | looked in Game Buyer magazine, 
the release dates were different. 
Tomorrow Never Dies was set to come 
out in July and Tiger Woods ‘99 was set 
for September. | am now confused and 
wonder why the dates are different. | 
thought you would have an answer. 


| have been looking for information on 
two games: Jomorrow Never Dies and 
Tiger Woods ‘99. When | looked at the 
release dates in PSM, | saw that TND 
was coming in the fourth quarter and 
TW '99 was coming in June. Then, 


Brady Rosino 
Sylvania, Ohio 


Release dates are one of 
the more difficult things to keep track 
of. Games are often delayed and 
sometimes even get released earlier 
than expected. Because of the long 
turnaround time for magazines, the 
information you get in the latest 
issue can still be a little bit outdated. 
Different magazines may also have 
different dates for game releases, 
depending on when each magazine 
hits the stands. Magazines that get 
released early in the month may not 





Tomorrow Never Dies has been pushed 
way back into ‘99, Brady. The release is 
tentatively set for June of that year. 


Michael Romero 
Corcoran, California 


ferent than when it runs printed 






























don’t shine! 


Princess Maker 3, FF Tactics, Bushido Blade, 


-Parappa the Rapper Bust A Move 
- Quote: Da Bulls kick ass! Sony and 
Favorite Games: Nascar ‘98, Final Fantasy 


Sakura Taisen 1-2, Xenogears, Diablo, 


m®- Brady Rosino, age 13 
Action/Adventure, Strategy 


7713 Bonniebrook 
Sylvania, Ohio 43560 
_ Favorite Genres: Racing, RPGs, 


imports rule! 


ads in the mag? The game compa- 
nies should be more than happy to 
provide us PSM readers with a 
movie or demo of a big release 
On occasion, as it would be a 
great way for them to get adver- 
7 tising publicity on a large scale. This 
__ {gall providing that a game demo is 
co no different than running a print 


specially like the many creative 
ts In your magazine that actually 
talent and skill to win. How about 
contest to see who has the 
omized, best looking, and down- 
idest PlayStation, using memory 
ers and lid stickers or anything else 
an think of? 
Finally... Thank you for the awesome 
coverage of Tenchu and Thrill Kill in 
issue 11. Keep up the good work, and 
if you happen to run across a stout 
plumber at the Imagine Media offices, 
pummel ‘im and stick his mushrooms where the sun 


Vil, Crash Bandicoot, Command & Conquer 


Quote: “PSX and PSM rule!” 


Geez, all | ever do is answer questions 
these days! Okay, let’s see here... 


Don't hold your breath. It is kind of a rip-off 
that Sony made the first analog controller obso- 
lete so fast, but to be fair, it wasn’t really Sony's 
fault. It wanted to incorporate feedback into that 
first pad, but was stopped for reasons beyond 
its control. 

You make it sound so easy! There’s no problem 
with print ads, but unfortunately, a ton of baggage 
comes with putting a PlayStation disc in your 
magazine. We know, because we were the first 
ones to look into doing it. See, only Sony can man- 
ufacture the discs, so in effect, Sony has total 
control. If the Sony people want you to do some- 
thing, how can you say no when they’re holding 
the disc over your head? We're not saying that 
Sony would try to make us compromise our opin- 
ions or anything, we just don’t want to put our- 
selves in that position. Know what | mean? 

We would have run that contest already, but 
after the horrible job | did on painting my Play- 
Station, | didn’t want to put anyone else through 
that ordeal! 

Hey, | may be a PlayStation fanatic, but | still love 
Mario! Thanks for the kind words, though! 


Quote: | do what the voices in my head tell 
Quote: Resident Evil is too scary to play!! 


Tobal 2. Tail of the Sun, Dead or Alive, Bust 


Favorite Games: Kionoa, Monster Rancher, 
A Move 


Favorite Games: /nternational Track and 
Field, Castlevania, Intelligent Qube, Jet 


Favorite Genres: Ali except Sports and 
Moto, Wipeout 


weird Japanese games 
Favorite Games: FFVI|, TR2, Cool 


Favorite Genres: RPG, Adventure 
Boarders2, RE2 


m Tracy Baker, age 20 
4304 Marcy St. 
wickedteam@aol.com - 

m Tom Mills, age 14 
cardbaby@aol.com 
Favorite Genre: All Genres 


m- Mike Matias, age 19 
INTs\Yivan (0) 8 


@lenrslaey Nicelecsicnestiels: 
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have the latest release dates com- 
pared to one that gets released later 
in the month. | know it can be frus- 
trating, but if you are looking for a 
daily source of release dates you 
might want to check out the online 
Flight Board at www.psmoniine 
.com. As for the latest release dates 
for TND and TW ’99, you can expect 
TW ‘99 to hit stores in the first quar- 
ter of next year, and TND to be 
released in the following quarter. 


| want to ask you guys a couple of ques- 
tions, so here goes nothing: 


1. Do you sell back issues? Because | 
Own every issue except the first two. If 
So, how much are they? 

2. Who do you contact about applying 
for a job with game developers? 

3. Why did your July MK4 contest 
exclude Canada? | live in Canada, and 
when | see a contest | always have to 
look down through the rules and regula- 
tions to see if I'm eligible! 

4. Finally, on a more serious note, what 
qualifications do you need to be a PSM 
game tester? 


FRA IRIA WE RAR ROAST AHR aA Og 








» Sorry, Dallas— 
Canadians can’t | 





arcades! 





Dallas Jones 
North Bay, Ontario, Canada 


lm- BLAKE: More questions for the 
Blake-Man!!! OH YEAH!! 


1. We don't sell back issues as of yet, 
but we're working on it and will 
hopefully be able to get some soon. 
Issue #2 seems to be the toughest to 
find right now, with #1 close behind. 
We recommend that you scour the 
newsgroups for these two issues as 
we may not even have any when we 
start selling the back issues. 

2. It really depends on what job you 
want to get. A good place to start is 


missed them, it is a long story. If you don't plan to have a sec- 


tion, you should at least have a phone number or website 
where people could order stuff from. Are there any plans for 
that? If so, what things were you thinking of selling? 






Mark Daily 
Modesto, California 






Derik Scotts 
Conventry, Rhode Island 





> CHRIS: That's one of the perks of working for PSM, 
fellas—-you get all those cool t-shirts for free! Just last 


Tomb Raider 2, Need for Speed 3, — 
ESPN Extreme Games, WCVV Nitro, Road 


Rash 3-D 
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Mike, age 15 
BigBoyNNC@AOL .com 


98, 


- 


Favorite Games: Resident Evil 2, NBA Live 
Quote: “Buy WWF Warzone, it’s da bomb 


| Astoria, New York 11108 
Favorite Genre: RPGs 


Favorite Genres: Sports, Action - | 


It seems like every couple of issues, | see a picture of a PSM 
staff member wearing a PSM t-shirt. Where can | get one? 
Can | order one online? Thanks in advance for any help. 


Favorite Games: Resident Evi! 1-2 Tomb 
Raider 1-2, Gameday 98 NHL ’98 


Arthur Villamarin, age17 


roliar@prtc.net 
98, Street Fighter EX Plus, Tomb Raider, 


Bushido Blade, FFVIl, Tekken 2. Marvel 


Quote: ‘Hey that’s my controller!! See it 
Super Heroes. 


has all of the extra buttons!!" 
Las Piedras, Puerto Rico 00771 


Favorite Genres: Ali 
_ Favorite Games: NBA Live’98, Gameday 


HC 02 Box 4124 


psm gear is finally here 


| know you guys might have answered this question before, 
but | was wondering if PSM is ever going to have a place 
where fans can pick up some of the cool PSM merchandise. 
| have already seen photos of stickers and t-shirts in the mag- 
azine, but | would love to get a hat with Banzai Chibi-Chan on 
it and some of the back issues | missed. Don't ask me how | 












the Computer Games Developers 
Conference (CGDC), held every year 
in California, which has a huge job 
fair. A good place to start with the 
larger companies is their websites, 
which will usually have a listing of all 
currently available jobs. The best 
way, however, is to go to the trade 
shows (E3, CGDC), meet a lot of peo- 
ple, grab a lot of business cards, and 
make a lot of follow-up calls. Just like 
in Hollywood, who you know makes 
a big difference. 

3. Laws are different in Canada, 
which unfortunately voids Canadians 
from some of our better contests. 
Sorry, Eh! 

4. We have PSM Game Testers? 
Honestly, to work for PSM you need 
to be able to write clearly about the 
games you play. A good way to start 
off is to write reviews for a web site 
or fan publication. Practice, practice, 
practice. You also have to look good 
in a monkey costume. 


| have been reading PSM since the first 


issue and have enjoyed watching it 
mature into the magazine it is now. 
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month we started our new shop section, where we're 
offering lots of cool PSM items. Be sure to check it out to 
see if there’s anything you like, and 
also, please let us know what else 
youd like to see there. We're 
always open to new suggestions! 
























to stop by Otaku Station 
for the latest in fashion- 
able PSM apparel! (It’s on 
pg- 142) And while you’re 
there, say hi to Aiko and 
Uchu-Kun for us, okay? 






illustration: Robert De Jesus 


Ron Smith, age 16 
Emporer_Venom@Juno.com 


Elliot Eyster, age 14 
1983 N. Main St. 


2298 Spangler Circle 
Favorite Genres: Action/Adventure, RPG. 


Quote: "Who's DA MAN!?...1 AMI’ 
Strategy 


York, Pennsylvania 17402 
Favorite Genre: Racing 
Favorite Game: Gran Turismo 
Orem, Utah 84057 
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When | look back on past issues, it 
amazes me to see all the changes and 
positive additions you have made to dif- 
ferent sections of the magazine. In 
recent memory | can think of no other 
magazine that has improved so much in 
such a little bit of time. Do you guys still 
have more ideas you are going to imple- 
ment, or are you now happy with how 
the magazine is? | happen to write for 
my school newspaper and have slowly 
expanded the videogames section as 
the years have gone by. | try to model 
the section after some of the neat 
designs in PSM and do my best to 
improve upon it each issue. Do you 
think PSM will continue to change as 
much in your second year as it has this 
past year? Even you must run out of 
ideas sometimes. Perhaps you can run 
a contest where readers come up with 
sections they would like to see in the 
magazine. You could just pick out the 
best ideas and implement those. |'m 
sure most of your readers would 
enter—| know | would. 


Chris Plant 
Salt Lake City, Utah 


B> CHRIS: Thanks for all those kind 
words! We really do try to keep the 
mag as fresh and new as possible, so 
you can count on us to keep coming 
up with new ideas. We probably 
won't change as often as in our first 
year, simply because we were largely 
still figuring things out. But now that 
we've been around for awhile, we've 
found ways to get in most everything 
we want. However, we're still trying 
to iron out a few sections and 
columns, so keep your eyes peeled! 


| just have one quick question for Noah. 
If you had to choose one steering wheel 
and one controller to use, which ones 
would you pick? | am going to be pur- 
chasing some peripherals soon and 
want to make sure | pick the best ones. 
By the way, are you going to ever do 
another peripherals feature like you did 
in those past two issues of PSM? 


Philip Toosa 
Washington, D.C. 


i 


Quote: "I'm sorry, your controller must not 


Casey Meguro, age: 14 
be plugged tn.” 


Favorite Games: Alundra, FF Tactics, FFVII. 
21571 Hanakai Ln. 


Resident Evil 2, Armored Core, Crash 2. 


PaRappa the Rapper 
Favorite Genres: RPGs, Action/Adventure. 


ae iaiaiale 
Favorite Games: Resident Evil 1-2. all 


Huntington Beach, CA 92646 
Square games, Tekken 1-2 
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Welcome to the Fan Art section! Each month we'll be taking a look at the coolest PlayStation fan art 
from the hottest new talents aroundetf-you-ve dene-an illustration that you'd like to see printed here, 
then byall meansssendeus a copy! (We'll take originals too, but we won't be able to return them). 
Address tt to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label! the subject heading “Fan Art.” Now get busy making that art! 





4 Here’s a funny 

scene from Aaron 

Phelps, with colors 

by Michele Young. 
| Ouch, sorry Link! 
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¥ Lou Gojira puts 
his spin on the 
popular King of 

| Fighters franchise. 


Alright, which one of 

you prehistoric chaps 
took my clothes {?! ie 
Cry 
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& Long Vo has exploded onto the fan art scene. 
| Check out hitp://www.scroll.simplenet.com/. 





>» Matthew | \ 
Ulirey is a 
naughty boy. 


4 Jen Seng 
has a thing 
for Guile. 
See what 
we mean at 
http://www 
-rpi.edu/~se 
ngj/gallery. 
htmi, 






4+ Aleosha sent us this really cool pic of Aya Brea. 


How’s this for service, 

Philip? Right here in this very issue 

is a peripheral feature covering all 

the new cool gadgets 

sorize your PlayStation with, just 
like last year. 

When in the market for as 


to 


aArrac 
cet alien 
aGULTS 


to think Dual Shock. For s 
pleasure go for the X 
Dual 


& 


Interact or the 
Madcatz. The V3FX is much more 
comfortable to use, but if you have a 
table top at the perfect height the 
Dual Force is a great choice and has 
the better feel. As for a second con- 
troller, you really can't go wrong with 
the Dual Shock pad from Sony. They 
are by far the most reliable as well as 





Resident Evil 2, NBA Live ‘98, Command 


mw John, age 14 
HomerJNYY@AOL.com 
and Conquer: Red Alert 
wm Ben Martinez, age 16 
tallmidget@juno.com 


2200 Grove Rd. 
Quote: You're beat before you pick up the 


Favorite Genres: RPG, Adventure, Sports 
controller! 


Favorite Games: Fina! Fantasy Vil, 


Northfield, New Jersey 08225 


being the original design. Why go for 
the imitation when you can just as 
Sei AES i ae @ y ws & jew 4 
easily get the original? 


| heard from a friend that you can pur- 
chase a new item that replaces the laser 
assembly in the PlayStation. Sup- 
posedly, this item fixes the FMV 
Skipping problem that has plagued 
countless gamers. My PS started skip- 
ping and freezing recently so | thought | 
should order it. Do you guys know If it 
really works? Can | install the item 
myself? Also, do you know of a place 
where | can order the tem and what the 
actual name of it is? 





Chris Tote 
Quincy, Illinois 


‘98, Resident Evil 2, Tomb Raider 2, Nuclear 


Strike, Parappa the Rapper. 
Favorite Genres: RPGs, Action/Adventure 


Favorite Games: Resident Evil 1-2, Tomb 


Raider 2, MDK, Final Fantasy VII, 
Castlevania: SOTN, Crash Bandicoot 2, Jet 


Favorite Games: VBA Live ‘98, GameDay 
Moto 2, Oddworld, Street Fighter EX, 


Favorite Genres: Sports, Adventure 
Quote: 'PS is awesome Nintendo sucks 
wm Eric Williams, age 14 


ishFUD@juno.com 


Vandal Hearts, Suikoden, Final Fantasy 


Tactics, Duke 3-D, Worms 
Quote: "Being the best usually means prov- 


ing it to everyone.” 


Well, It is true that you 
can order a replacement lens for your 
PlayStation through mail order. It 
supposedly will fix all of the skip- 
ping/lock-up problems faced by older 
PlayStations, but we've actually 
never tried one out. The part is fairly 
easy to install even if you have no 
electrical skill—all you have to do is 

lug in a ribbon cable. You can order 
he part from mail order houses like 
www.gamebros.com. You can expect 
to pay around $30. 


| would just like to say something. I’m 
sick and tired of people writing into 
magazines about someone's review. 
First of all, why do people write to a 
magazine to complain about some- 


World, WCW Nitro 


Fantasy VII, Castlevania: SOTN, WCW vs. 
Quote: Here comes Sting! 


Favorite Genre: Action/Adventure, RPG, 


me laiiiare 
Favorite Games: Resident Evil, Final 


mm Matt M., age 13 


StingRDDT@aol.com 
atclelals Manatee) atsiia 





thing in the first place? It’s not their 
magazine. It's the people's magazine 
who are putting their time into some- 
thing they enjoy. The reviews are the 
opinions of the editor and of his or 
hers alone. It’s not the gamer’s opin- 
ion. And then people ask the editors to 
change the review to the way they 
want it to be. | admit, | don’t always 
agree with some reviews, but | don't 
go crying to the magazine about how 
they were all wrong or how this game 
is better than that game. Instead of 
complaining so much, try to give the 
editors some credit. Now | would like 
to ask some questions: 


1. | heard Black Bass and Blue Marlin 
were going to come out for PlayStation. 


u” 


Favorite Games: Wild Arms, Breath of Fire 
3, G-Police, Final Fantasy VII, Vigilante 8, 
Tekken 3, Resident Evil 2, Felony 11-79, 
Armored Core, Alundra, FF Tactics, 


Persona. 
Quote: "Life is an endless dream in which | 


Favorite Genres: RPG, Action/Adv., 


1443 South Santa Fe Apt. #240 
Racing, Strategy, Fighting 


»- Calvin Henson, age 18 
Bartlesville, Oklahoma 74003 
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jstation wear and tea 


) lem and | hope you guys can help me out. I've had my PlayStation for 
r two years now and I've never really had any notable problems with 
w. As of late, my PlayStation has picked up the nasty habit of frequent 
ring FMV segments and even gameplay. | assumed it was nothing more 
lem with overheating as your troubleshooting guide in issue 1 (October 
d, but it would occur only a matter of minutes after turning the con- 
1other problem I've noticed is that sometimes the game |'m playing will 
) during a loading screen. All my game discs are in tip-top condition, so 
lieve that the problem is just the effects of age and wear and tear 
| have entertained the idea of purchasing one of those cleaning kits 
ed consoles, but do they actually work? Has Sony licensed one 
» PlayStation? 

2stion about something that's been eating at me for a while. In 
VIEW you printed in issue 9 (May 1998), you stated that a ot! 
| ound | in the game. well I've been au 


- 






ing has heated and warped 
at has moved the laser out of 
ent. No cleaning product in the 
erse will fix this problem and could 
ainly make it worse. For the time 
try turning your PlayStation on its side or upside down to alleviate the 
| problem, but you will have to accept the fact that you will have to send 
in your PlayStation for repair. It's cheaper than a new system, but then 
again the latest model's laser is in an entirely different location and 
has apparently solved most of the system's chronic heating prob- 
3. Good luck, Josh—you're heading down a road that too 

: many of us PlayStation gamers have been down before. 


4 Don’t get us wrong, PlayStation is a 

great system and all, but those first few 
ions of the machine were about 

as reliable as a Nintendo release date. 





Be: a 





_ Pp STEVE: If | remember right, you need to play through 
_ the game on a higher difficulty setting to get more of the 
costumes. Try this: raise the difficulty setting one notch and 
_ then get as many costumes as the game will allow you to get. 
Then, raise it one more notch and continue. Once you get 
all the costumes for the standard characters, Ayane 
(the blond girl) will become playable. You will need to 
earn her costumes, as well, though. She is easily one of 
he best characters in the game and is well worth the time that it 
2s to get her. 
The only way to get Ayane, Josh, is to get all the other characters first. 





Is this true? These two were the best 
fishing games ever. 

2. Is Point Blank very good? It looks like 
a good game. 

3. Why in heck did Black Ops postpone 
Tomorrow Never Dies until Q1 or Q2 of 
‘99? And why is it called Tomorrow 
Never Dies if it is supposed to take place 
after the movie of the same name? | 
thought it looked awesome the way it 


was. | hope it doesn’t turn out to be like 
a Jersey Devil or something. 

4. Why is Biohazard called Resident Evil 
in the U.S.? Resident Evil just sounds 
like Some corny movie. 

5. Do you ever think a Metal Gear Solid 
movie will be made? It has a great sto- 
ryline and some believable characters. 
6. Isn't Gran Turismo 2 supposed to be 
more “American-ized” than the first? 






» David Howsley 


Purcell, Oklahoma 

































4+ Yes, Black Bass and Blue Marlin are 
coming to the PlayStation, David—and 
both on one disc! 


B BLAKE: While it’s true that not 
everybody agrees with every review, 
we like to think that our opinions are 
_ fairly universal when it comes to 
games. Unfortunately, everybody 
© does have unique opinions (we 
» hear that some people even liked 

Crow: City of Angels). Now for all 
those dang questions... 


1. Yup, they’re definitely coming 
to PlayStation. In fact, Hot B 
has combined both games 
into one so you can fish in 
both fresh and salt water. 
2. Point Blank Rocks! It is the best 

two-player gun game ever. Period. 
3. Black Ops had to postpone TND 
because the game is so complicat- 
ed the company originally underes- 
timated the time it would take“fo 
make. Trust us, the game looks 
sweet so far and should be worth 
the wait when it comes out in June 
of 1999. 
4. BioHazard had to be renamed in 
the U.S. because a rock band already 
has that name. 
5. Oh yeah, it would be awesome. 
Jon Woo would clearly have to direct 
(the game already has his style). 
6. We don’t know yet, but since the 
team is Japanese and the original 
was a huge hit in Japan, we doubt 
they will cater more to the U.S. style. 


That E3 report sure got me hyped up for 
some games like Final Fantasy Vill 
Metal Gear, and Brave Fencer. | think 
Brave Fencer looks better than Zelda. 
Well, | have some questions: 


1. Is Brave Fencer going to be analog 
and Dual Shock compatible? What other 
games in the future will be compatible 
for those two? 

2. Will Final Fantasy Vili have anything 
to do with VI/? 

3. In the Checkpoint section of your 
magazine, it said that Street Fighter 3 
might be coming out. Is that a fact? 

4. | heard that Ehrgeiz may not come out 
in the U.S. Is that true? 


Vince Lopes 
Tucson, Arizona 


OctToger 1998 


WWWeP SYWONLINE:zCOM 


B> STEVE: Hey Vince, I’m glad that 
you liked our E3 feature. Like you, I'm 
extremely excited about MGS and all 
of Square’s upcoming titles, so let’s 
get on with the questions! 


1. Brave Fencer Musashi will fully 
support the analog and shock fea- 
tures of the Dual Shock controller. As 
for future games, you can expect that 
virtually every new title coming out 
will take advantage of the con- 
troller’s vibration feedback in one 
way or another. 

2. Yes and no. You may recognize 
some story aspects or characters 
from FFVIl, but for the most part 
FFVIIl is going to be a completely 
separate game. 

3. Capcom has not officially said any- 
thing about a port of Street Fighter 3, 
but there is a chance that it may be 
coming to the PlayStation. We'll just 
have to wait and see. 

4. Again, nothing official has been 
said about Ehrgeiz. Now that Square 
has joined with EA, we should expect 
to see more Square games coming to 
U.S. shores then ever before. 
Whether Ehrgeizis going to be one of 
them remains to be seen. 











4 Well Vince, Musashi and just about 
every other new PlayStation game will 
support the Dual Analog controller. 


1. Do you know where next year’s E3 
will be held, or will it be in Atlanta again? 
2. Will the PDA be able to play PS 
games without the system itself? 

3. Are we ever going to see another 
Chrono Trigger? Or at least an RPG with 
multiple endings? 


Thanx for listening, 
LordPyro 


B> CHRIS: | got yer answers right 
here, Pyro! 


1. Next year’s E3 will be back in Los 
Angeles, where it was held for its 
first two years. Atlanta is a cool 
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"WOLFPACK IN DA HOUSE" 


ep yrre = 
<f OVELAY!!! WOLFPACK 


YA NOT TO TURN ‘ : IS IN THE 
AROLIND, NOW HE'S = 
GONNA COME mae oes Mle — 


1 ROWDY AND 


HERE, GIVIN' A \ 
SHOUT-OUT TO MY 
MA/N MA/N, THE 
8-I-DOUBLE-G 


F Ave YOU SS NAMCO'S REALLY XY 
MET THE NEW GUY RUNNING OUT OF /DEAS 


YET? WHAT AN FOR NEW CHARACTERS. —= 
IMBECILE! | MEAN, HE... ge 
, i KANGEROOS, 


THERE HE IS NOW THIS. Jf 


NOW! DON'T 
TURN 
AROUND! 


town, but most of the game compa- 
nies are are located in California, so it 
just makes sense to move the show 
back to L.A. 

2. Yes! You won't be able to play 
GameBoy-type games because of the 
tiny screen, but the PDA will be able 
to handle certain types of software. 
Of course we'll see a lot of virtual pet- 
type programs, but as time goes on, 
expect developers to figure out other 
cool new ideas. 

3. When we interviewed Jun Iwasaki 
(President of Square EA) in issue 12, 
(August 1998) we asked him that 
question. All he would say is that 
Square has no current plans for a 
sequel. As for RPGs with multiple 
endings, | guess we'll just have to 
wait and see. 


First, | would like to congratulate you on 
your first year in the industry. | hope to 
see you around for many more. 
| own both a PlayStation and a com- 
puter, and | feel both perform their tasks 
very well. However, more and more, | 
find myself going to my computer to 
play videogames, and | feel that soon, | 
will only be using my PlayStation to play 
Tekken 3 until Final Fantasy Vili comes 
out. There are several reasons 
for this, which Sony can 





4 Peripherals like the Jam (reviewed last 
month) and the Televiewer Remote 
(reviewed this month) enable you to play 


PlayStation games on your monitor. 


correct with the PlayStation 2, but prob- 
ably won't: 


1. Have the ability to upgrade compo- 
nents with those from computers. This 
includes video cards, RAM, and sound 
cards. Right now, the PlayStation 
doesn't have enough RAM to even play 
X-Men vs. Street Fighter well. With 
either a faster video card or more RAM, 
that problem could easily be solved. 
Also, with a better video card (like those 
with the Voodoo2 chipset), the Play- 
Station could push way more polygons 
than it can now and we would have 
games with graphics comparable to 
those of Sega's Model 3 arcade games. 
With more RAM, there would be little, if 
any load times because more of the 
game could be stored into the RAM, 
which has no load time. 

2. Allow gamers to use PC controllers. 
Let's just face it, a joystick or steering 
wheel will never be available for a game 
system that will be as good as a high- 
end one available for a computer. 

3. Finally, give gamers the choice 
between using a monitor or TV. | own a 
19” flat screen monitor and can say its 
picture is far superior to that of any TV. 


Even though most people would 
agree that they would like the ability to 
upgrade their systems, | am sure that no 
videogame system will ever offer it 
because of price, and the ability to 
upgrade would mean that no one would 
have to buy a new system. On the soft- 
ware side, upgrading could be dealt with 
simply by having variable levels of graph- 
ic detail. That's about all. Thanks, and 
Happy Birthday PSM. 


Vegeta469@aol.com 


B BLAKE: I'm also a pretty hard- 
core PC gamer, and while | think 
some of your ideas are great, most of 
them don't fit the console market. In 
fact, by definition a game console 


should never have to be modified. 
This means that developers are only 
working on one standard piece of 
hardware and they never have a 
problem with, say, competing 3-D 
graphics standards like the PC does. 
You can bet that the PlayStation 2 
will be far enough ahead of the tech- 
nology curve to look fresh and new 
for a long time, so | don't think 
upgrading will be a necessity for sev- 
eral years (PlayStation 37). We'll 
probably also never see PC con- 
trollers being used on home systems 
because of the different standards 
and drivers involved. Home system 
controllers are getting better, 
though, and while we may never see 
$150 high-end force feedback con- 
trollers, some nice surprises are defi- 
nitely coming down the pipeline. As 
for the monitor or TV option, we can 
always hope that it’s part of the sys- 
tem. If not, a few third-party periph- 
erals are out that will do the trick, like 
the JAM from ACT Labs and the 
Televiewer Remote from Antec. 


First off, I've turned to your mag ever 
since the memory card stickers! But, | 
was wondering if you could answer 
some questions. 


1. Will you ever include a sports or RPG 
section in the mag? 

2. Do you think it would be a good idea 
to make a sticker for the whole top of 
the PlayStation, with the holes cut out 
for the switches and the cover? 

3. Do you think Mega Man Neo or Nova 
will be worth it when it finally comes 
out? (It keeps getting delayed.) 

4. SF Rush for the PlayStation was the 
worst racing game | ever rented, but 
after a while, | couldn't stop playing it for 
some weird reason! What do you guys 
think of it personally? 


Chris Connors 
JPC956@msn.com 





B> STEVE: Memory cards were a 
great idea, Chris, and you can expect 
more of them in future issues. 

1. Because of the way that the mag- 
azine is laid out, | don’t think you will 
ever be seeing a dedicated genre- 
specific section. We would rather 
just provide you with as many 
previews as possible each month so 
there is always something of interest 
for everyone. 





& What can we say, Chris? SF Rush sucks. 
Maybe you should seek some help. 


2. That is a good idea, and we have 
considered it. The problem is coming~ 
up with a good theme and designing 
the stickers so they look good on the 
PlayStation. The PlayStation sticker 
sets that we have seen simply look 
drab and fall off after a couple of 
weeks. We don't want that to hap- 
pen, so when or if we do it, we are 
going to do it right. 

3. llove Mega Man Legends. | think it 
is a great step forward for the series. 
It takes a little bit of time to get used 
to the camera, but the game is very 
fun and the RPG-style elements real- 
ly add something fresh. | only wish 
that the graphics were a little better. 
4. Personally, | hate SF Rush. It is sim- 
ply a terrible arcade conversion. 
Midway probably knew this and 
that’s why it never sent us any 
reviewable copies—we had — 
to go down to the store | 

and buy a copy ourselves. 
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WIN A 32” 
TELEVISION! 


HOW: ABOUT A GIANT TV2 


A 32° TELEVISION, A COPY OF THE AWESOME NEW 
NFL GAMEDAY" ‘99 VIDEOGAME, PLUS OTHER NFL GAMEDAY™ 


GOODIES RS-UF 


COPIES OF NFL 


"NFL GAMEDAY™ '99” SWEEPSTAKES 
c/o MDS 
8592 VENICE BLUD. 
LOS ANGELES, CA 94002. 
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CONTEST. 









As2 TELEVISION, 
A COPY OF 

NFL GAMEDAY™ 99, 
VIDEOGAME, 

A NFL GAMEDAY™’99 
HAT AND T-SHIRT 











A COPY OF 

NFL GAMEDAY™’9$ 
VIDEOGAME, 

A NFU GAMEDAY™’99 
HAT AND T-SHIRT 


A NFL GAMEDAY™’S9 
HAT AND T-SHIRT 
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NFL GameDay™ ‘99 Sweepstakes Rules 


1. No purchase necessary to enter. To enter, send a postcard (no envelopes, please) with your name, age, address, and 
phone number to: “NFL GameDay™ ‘99” Sweepstakes, c/o MDS, 8592 Venice Blvd., Los Angeles, CA 94002. Entries must 
be received by 11/13/98. 989 Studios (Company) is not responsible for lost, late, mutilated, illegible, incomplete or misdi- 
rected entries. 

Prizes: One (1) Grand Prize winner will receive a 32” television, and one (1) copy of “NFL GameDay™ ‘99” videogame, 
an NFL GameDay"™-branded hat and t-shirt (approximate retail value of $800). Five (5) First Prize Winner will receive a 
copy of “NFL GameDay™ '99” videogame, an NFL GameDay™ '99 -branded hat and t-shirt (approximate retail value of 
$70). Five (5) Second Prize winners will receive an NFL GameDay™ ‘99 branded hat and t-shirt (approximate retail value 
of $20.00). Company reserves the right to substitute a prize of equal value if a prize is unavailable. Prizes are non-trans- 
ferable. No substitutions allowed. 


2. Sweepstakes: Winners will be determined by a single random drawing of all valid entries received by Company, whose 
decisions are final. Drawing will be held on 11/17/98. Winners shall be notified by mail/telephone. The odds of winning 
depend on the number of valid entries received. 


3. Eligibility: Promotion is open to U.S. residents only. Return of any prize/prize notification as undeliverable will result in 
disqualification and an alternate winner will be selected. Winners may be required to sign an affidavit of 


eligibility/release of liability/prize acceptance w/in 7 days of receipt or forfeit prize. If winner is a minor, then prize will 
be awarded to minor's parent or legal guardian. By acceptance of a prize, winners agree to allow Company to use their 
names and/or likeness for purposes of advertising, trade, or promotion without further compensation, unless prohibited 
by law. Employees of Company, its parent and affiliated companies and their families are not eligible. Neither Company 
nor its affiliates, subsidiaries, division or related companies are responsible for any damages, taxes, or expenses that 
winners might incur as a result of this sweepstakes or receipt of a prize. 


4. Winners List: Send a SASE to “NFL GameDay™/PSM” Sweepstakes Winners to the address above. Requests must be 
received by 12/2/98. Please allow 4 weeks for delivery. 


9. Restrictions: Void where prohibited or restricted by law. 


Officially licensed product of the NFL Players and NFL Properties. The NFL shield design is a registered trademark of the 
National Football League. Team names, nicknames, logos and other indicia are trademarks of the teams indicated. TM/© 
1998 NFLP. Players Inc. logo is a registered trademark of the NFL Players. © 1998 Players Inc. Developed by 989 Studios 
and Red Zone Interactive, Inc. ©1998 Sony Computer Entertainment America Inc. PlayStation and the PlayStation logos 
are trademarks of Sony Computer Entertainment Inc. 
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Get All of the Cars 


We've included a list of where all of the secret cars 
are in this month's code section, but that doesn't 
mean they're easy to get. Go through the champr- 
onship modes and find all of the secret areas, then 
prove to us that you've done it by sending a polaroid 
or videotape of all of the advanced cars (no question 
marks remaining). The first correct entry wins. 
Make sure that your pictures clearly show all of the 
top cars or we can't award you the prize! 


HE 















LETTERS 


Each month, we put together three tough tests of skill—if you're good 


enough to meet the PSM challenge, you can win cool prizes 
and see your name in print! Remember, only one winner 
will be selected from each challenge, so get your entry in 
early. Send in your entries to PSM Top This!, c/o Imagine 


) f. f 7 fay 7 Media, 150 North Hill Drive, Brisbane, CA 94005. Don’t forget to 
L / include your return address. No e-mail entries allowed! Sorry, but 
LEZ lo 


we can't return any pictures or videotapes you send. Enter today! 







Beat the Game Undetected 


Tenchu is tough, and even Bill, the undisputed mas- 
ter of the game, agrees that getting the Grand 
Master ranking on all of the different levels ain't 
easy. Even tougher is to get the grand master rank- 
ing on all three layouts. Your challenge is to be the 
first to do just that, and then take a polaroid or video- 
tape of the ranking screens showing your rankings 
for all of the layouts. You can use either Ayame or 
Rikamaru, but not both. Good luck! 





Fill up the Xi Gallery 


Noah and Blake are certain that Devil Dice is one of 
the best puzzlers ever. If you end up playing It as 
much as they have, you'll notice that you can keep 
earning pictures in the Xi gallery. Your goal is to send 
us a polaroid or videotape of the Xi gallery complete- 
y filled with pictures. This is extremely tough to do, 
but the first correct entry will win a hot new 


controller. Hers’s a hint: different modes give you dif- 
ferent pictures. 








Oh no—we’re almost at the end of the issue! Man these things go 


REALLY /S 
AS 








AN ACCESSORY! 


/ THINK / 


THAT'S 






THE HALF OF HER #4 


by fast... Anyways, before we go, here are a few parting shots: 


eh), 










iow does the PSM crew travel 
through the busy streets of 
San Francisco? In the busted- 
~ up V8 bus, of course! 
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I HOPE THAT'S 


NOT NOAH'S 
HAND 





4 QUE UAR TE 
RU SRS os 














144+ 





the place ro buy, sell, or 
als,.and anything else related to the playsfation 


jm Taurean Williams 

4 Hickory Road Track Way 

Ocala, Florida 34472 

Description: | am looking to buy WCW vs. the 
World, | am willing to pay $15 - $20. Please con- 
tact me if you like my offer. 


lm Anthony Beeley 

250 E. Silverwood 

Benson, Arizona 85602 

Description: | am willing to trade or sell Lost 
World, Incredible Hulk, Soviet Strike, Wipeout, 
and the first Jet Moto. | am looking for Spawn: 
the Eternal, Twisted Metal 2, Marvel Super- 
heroes, Cool Boarders 2, and a Game Shark. 


jm Kenneth Kovot 

kkovot@lalc.k12.ca.us 

2500 W 4th Street #4106 

Los Angeles, CA 90057 

Description: | want to sell or trade a PlayStation 
controller with turbo and slow motion buttons. | 
will sell it for $15 - $20. | will trade it for any PS 
accessory or game. | must receive your money or 
item of trade before you get the controller. For 
details, please e-mail me. 


lim- Cheng-Huang Yen 

RO. Box 757 C.K. 

Saipan, MP 96950 

Description: | am willing to sell or trade the fol- 
lowing games: Tekken 3 (brand-new, mint condi- 
tion) for $45, Tokyo Highway Battle for $30, 
Resident Evil 2 for $38, Tomb Raider 2 for $39, 
NBA Shootout ‘97 (no manual) for $30, Time 
Crisis with gun for $40, Samurai Showdown 3 (no 
booklet) for $30, and /ron Man/X-O Manowar in 
Heavy Metal for $35. | would like to trade these 
games for other games such as Wild Arms, Final 
Fantasy Tactics, and Suikoden. Please write to 
me for further details. 


Im- Tony 

336 Serrano Drive 

San Francisco, California 94132 

Description: | have Darkstalkers without the 
case and instructions for $10 - $15. 


jw Neel LaBar 

12025 Buttermilk Way 

Eagle River, Alaska 99577 

Description: | have Disrupter, Tomb Raider 1-2 
Resident Evil 1-2, One, Gex: Enter the Gecko, and 
Street Fighter Alpha 2. |'ll trade for FF Tactics, 
Vandal Hearts, Suikoden, or Street Fighter EX + 
Alpha. | will accept any reasonable offers. 


im Glynn B. 

5634 Clintridge Dr. 

Houston, Texas 77084 

Description: | am drastically searching for 
Wipeout ($30 or lowest offer), Darkstalkers ($25 
or lowest offer), and Descent Maximum ($20 or 
lowest offer). If you can help, please send me a 
letter and we'll work out a deal. 


lm Kyle Huff 

4918 W. Amber Ln. 

Joplin, Missouri 64804 

Description: Looking to sell or trade Ridge Racer, 
Disrupter, Mortal Kombat Mythologies: Subzero. 
Also, The Grip one-handed controller and the lazer 
sight for the Luner Gun. Contact me for info. 
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6024 Olinger Circle 
Edina, Minnesota 55436 





PlayStation games and demo discs 
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> Steven Kimbler 

53 Farley Rd. 

Russell Springs, Kentucky 42642 

Description: | am looking for Return Fire, Final 
Fantasy VII, Final Fantasy Tactics, Destruction 
Derby, and one or two memory cards. All must be 
in good condition. 





be Steve W. 

stevelongwong@yahoomail.com 

Swedesboro, New Jersey 

Description: | am willing to sell or trade MDK 
and Street Fighter Alpha 2. Both are in great con- 
dition. | also have two PlayStation magazines for 
$1 each. | am interested in getting Klonoa, X- 
Men vs. Street Fighter, Warhawk, WCW Nitro, 
and a joystick. 





fe Gerald Garcia 

1914 42nd Street 

Lubbock, Texas 79412 

Description: | am willing to trade Nightmare 
Creatures and two demos for Tekken 3 or Blasto. 
All three games are great. 


b D.J. Sehorn 

2333 North Calvert St. 

Baltimore, Maryland 21218 

Description: | am selling Beyond the Beyond for 
$30 or best offer, Wild Arms for $30 - $40, and 
Descent for $20 or best offer. 


Andy Torres 

3004 Beachcomber 

El Paso, Texas 79936 

Description: |'m selling Rally Cross, Jet Moto, 
and Defcon 5 for $10 each, a memory card for $5, 
and three demo discs for a $1 each. | will trade 
everything for Vigilante 8 or Bio FR.E.A.K.S. 
Everything is in mint condition, so please write if 
you are interested. 


Bb Binh Vu 

8908 Tyne Trails 

Fort Worth, Texas 76118 

Description: | have a plethora of games | want 
to sell or trade, including: NHL Faceoff ($10), 
Destruction Derby 2 ($12), Tomb Raider without 
manual ($10), Twisted Metal 2 ($28), 2xtreme 
($10), College Slam ($10), NBA Shootout ‘98 
($30) and Tekken 3 ($40). I'm looking for Gran 
Turismo, Need for Speed 3, and Vigilante 8. 
Some prices are negotiable. Write me with your 
phone number. 














b- Enrique Moreno 

Gatomore@aol.com 

3046 Iris Ave. apt. #303 

San Diego, California 92154 

Description: Will sell a refurnished Sony 
PlayStation like new, with Soul Blade for $130. 





‘OF THE MONTH 


> repeater a dee 
moni0017@tc.umn.edu 


Description: | have several popular . 


along with a few other consoles — 


pher- 


-and.their respective games and 
_ accessories. They are ALL in mint 
».. condition. | am mainly looking to 
sell, but I’m willing to trade in cer- 
tain cases. Prices range from $1 to 
a0 or best offer. E-mail me for 


fe Bryan 
rme001@aol.com 

2328 Lawndale Ave. 
Evanston, Illinois 60201 


Description: | would like a Sony Dual Analog 
Force Feedback controller. | will buy it for a rea- 


sonable price. Thank you. 





lm John Tidwell 
KingJohnD@aol.com 

4308 Donovan Drive 
Montgomery, Alabama 36109 


Description: | have been looking for D for quite 
some time now and am willing to pay $15-$25. 





fe Holly Littell 
heatwave4@webtv.net 
North Carolina 


Description: | have several games | have beaten 
that | would like to sell or trade for new games. 
My list includes Fighting Force and Lost World: 


Jurassic Park. E-mail me for the complete list. 


be Mike 
SlashNinja@aol.com 

2502 Eighth Street 

East Meadow, New York 11554 


Description: If anyone is interested in trading 
Final Fantasy Tactics, | will give Tomb Raider 2 
and Monster Rancher. If not, | will sell those 
games for a $15 - $20 dollars each. All games are 
in great condition and have a book and case, plus 
| also have the receipt. Please only people in 


New York. 


BR Bo Tosaka 
btosaka@hotmail.com 





Description: |'m selling some imported games | 
no longer play, e-mail me for list. | also have a 
Sony analog controller for sale. Looking for Sony 


memory cards...will trade games for card! 


- Luis Ledesma 
810 N. Kalaheo Ave. 
Kailua, Hawaii 96734 





Description: | have Final Fantasy Vil, Alien 
Trilogy, Dynasty Warriors, Jet Moto, Gex, and 
Pandemonium for trade. | am looking for Test 
Drive 4, Bushido Blade, Tomb Raider 1-2, and 


Colony Wars. Open to all offers. 


le Jason L. 
JaY07@Juno.com 
245 Barry Dr. 
Ventura, California 





Description: |'m selling Parappa the Rapper for 
$28, Street Fighter Collection for $32, Tomb 
Raider 2 for $35—all are in great condition. | 
would trade for Ghost in the Shell, Resident Evil 
2, Ogre Battle, Red Alert, or Colony Wars. E-mail 


me for the details. 
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Got some old games lying around just col- 
lecting dust? Maybe you've already tried the 
old “I got these by mistake for my birthday” 
excuse at every shop in town, but no one will 
trade them? Then get rid of ‘em here, for free! 


Tino Cannata 

tnorock@aol.com 

Jackson Heights, Queens 

Description: Looking to sell or trade my old 
games, or buy any old games you have. My 
games are Tekken, Gex, Twisted Metal, Wipeout 
XL Warhawk, and Ridge Racer. | will sell these 
games for $15 each. 


fe Robert Schulein 

schulein@avalon.net 

811 Cypress Ct. 

lowa City, lowa 52245 

Description: Will sell or trade Battle Arena 
Toshinden 2, Blast Chamber, Bushido Blade, 
Cyber Sled, Descent, Jumping Flash! 2, NFL 
GameDay ‘98, Resident Evil, Return Fire, Ridge 
Racer, Robo Pit, Tekken 2, 3-D Lemmings, Tobal 
No. 1, Wild Arms, Wing Commander 3, Wing 
Commander 4, WipeOut, and WipeOut XL. | am 
looking for Suikoden, Parappa the Rapper, 
Beyond the Beyond, Final Fantasy Tactics, and 
Resident Evil: Director's Cut. All of my games are 
in mint condition in original casing. Any e-mails 
would be much appreciated, though you could 
snail-mail them to me, too. 


fe Jacob Spidle 

Tuff4@aol.com 

13313 B Hunter Hill Dr. 

Hagerstown, Maryland 21742 

Description: Want to sell or trade Street Fighter 
Alpha 2, Face Off ‘97, and Wild Arms. | am look- 
ing for Colony Wars, Fighting Force, MLB ‘98, 
NBA Hangtime, NBA Shoot-Out ‘98, NFL 
Gameday ‘98, NHL Face-Off ‘98, Resident Evil, 
Resident Evil: Director's Cut, Resident Evil 2, Star 
Wars: Masters of Teras Kasi, Test Drive 4, Tomb 
Raider, and Tomb Raider II. 


bm Bruno llave 

ilaveb@db.erau.edu 

PO Box 142094 

Daytona Beach, Florida 32114-3977 
Description: | bought Jobal 7, and | don't like it! | 
am willing to sell it for $30, but will accept offers 
(the FFVI/ sampler is not in the package) and rea- 
sonable trades. Also, | want Darkstalkers or any 
good games. Mail me your list! 








) or want. Be sure to. 
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= This Is It: METAL GEAR Is ere! 


me The wait is just about over, and the year's most anticipated game 
—————__isalmosthere. So where are you gonna be when Metal Gear Bai.) 
sss Solid hits the racks? You're gonna be right here with jae 
—» PSM, that’s where, ‘cause we're gonna blow the roof ® We. | 
off that sucker! Tons of strategy, exclusive info, screens, \ allie 
=== surprises—we're gonna spend the next 30 days making deggie 
—.. ourselves absolutely sick of the game. So don't miss out if you : 
=" —swant to be sure to get the most out of this blockbuster title! 


= PSM Ultimate Hard-Core 
PlayStation Trivia Challenge 


Whew, with a name that long, you know this feature’s gonna ey — 
big! You may think you're the hottest gamer on the block, but how 
















POP QUIZ 


Circle the correct answer 





The item pictured 
above is: 


<a, 
<—— =~ much do you really know about the world’s top console? Next month 4 4. a heater 

SS aS RAN UALR 9 l i\/I | : 2a drug 
SS ins Wel cbotaina co corte, ox wel aa chance show ms shea 
: AEA 4 || of the above 


— the world that you're the top PlayStation expert. It's gonna be big sss 5 none of the above 
fun in the wacky PSM style! —<—<$<———————— 











his game can be pretty tough, ae if you're trying 4 
to go through it without being seen. We put our resident — = 
ninja expert Bill Paris on the case, and of course, he now : 
~» has Grandmaster status on every single stage. Think == 
—————s*/cou've got what it takes to be as good as Bill? You will 
ale when your next copy of PSM arrives! 


= _Super-Detaile Tenchu Strategy Guide SS 



















= ( what PS a fan = _— Pus a crazy amount of new games = 
i ——— that go alittle somethin’ like this: = 
—_.. forget (all together a ————__ Crash Bandicoot: Warped hae kane Bese 
: ‘The LATEST PlayStation headlines _____ = Twisted Metal 3 te Colony Wars 

> The NEWEST PlayStation codes =~ > Spyro the Dragon NHL OS = 


oo The MOST PlayStation games ‘W \p Tomb Raider Ill And loads more! a 
»y>- UNBEATABLE Japanese coverage — —_— 

‘~The most IN-DEPTH strategies 

> EXCLUSIVE interviews 


———— _ The most HONEST reviews 


— I damn good LETTERS section! ——— ae <° . 7 









NEW VAMPIRE ALEX ELDER LEARNS THAT BEI 
iS A HARD WAY TO MAKE A LIVING 
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AUGUSTYN + HUMBERTO RAMOS 


IND CRIMSON, WLOWESEDC ROW OL Lee seN eR eeODU. T10 iS, 
AT A COMIC BOOK STORE NEAR YOU,  — 


: . Crimson is ™ and © Humberto Ramos, Francisco Haghenbeck, and Oscar Pinto, 1998. All Rights Poserved : 
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F “Test Drive 5 is coming your 
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will blow you away!” 





= Killer high resolution graphics mode 


way and it looks amazing” 


“The high resolution graphics 
-PSExtreme 





: 28 real licensed vehicles — ultra-fast sports cars and souped up muscle cars 
2-player split-screen racing = Shortcuts and alternative paths 
= Ass mciing soundtrack featuring Fear Factory, Gravity Kills, Junkie XL, KMFDM, and Pitchshifter « 


= Cop chase mode — you're the cop = More big crazy jumps, wild cop chases, cross traffic and racing mayhem 


-PSM Magazine 
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: = 2-player drag strip racing 





asad 


= 17 real world tracks 
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Test Drive is a registered trademark of Accolade, Inc. Test Drive 5 ©1998 Accolade, Inc. All rights reserved, developed by Pitbull Syndicate. All other trademarks are of their respective companies and 
are used under license by Accolade, Inc. PlayStation® and the PlayStation game console logos are registered trade- __ : 
marks of Sony Computer Entertainment Inc. | 
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